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FINAL FANTASY VII 

PLAYSTATION STORY OF THE YEAR EXPOSED IW DETAIL 

PANZER DRAGOON ZWE 

THE MOST FANTASTIC SHOOT 'EM UP YOU'VE EVER SEEN 

1 



VIRTUA FIGHTER 3 

REVEALED TO THE WORLDI READ OUR FIRST-HAND REPOI 
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HUama-mlai No 
ScF3tch-3-cara?. 



*^fe:rt ° o ° o '^ o '^ EVERY NEW GAME REVIEWED AND RATED 
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You can have flashbacks without 
warning years after. These can be nightmarish 
"^ _ even if the original trip wasn't "^ 



LS.D. worl<s on the brain. You can't turn the 
effects off once they've started, 
which is hell if it's a bad trip because it 
can last for up to twelve hours. 
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You may see things thafraren't 

really there and it can permanently 

affect your eyesight. 
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Take just a tViy amount an 
L.S.D. can trigger off serious mental, 

' i bad news, ypu 



illness. L 
don" 






ood time. 
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ou may hear, feel and taste 
things that aren't really there. 
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like more informatidn or a talk, call us free and in confidence. Your call won't show on^the. 
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PANZER DRAGOON ZWEI 

YOU HAVE TO KNOW ABOUT THIS GAME! IFS SEGA'S PRIDE AND GLORY FOR THE MONTH - AND WE DO 
MEAN GLORIOUS! SIX PAGES TELL YOU ALL ABOUT WHY THIS GAME DEMANDS YOUR AHENTION. 
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RNAL FANTASY VII 



ONCE THOUGHT TO BE A NINTENDO 64 EXCLUSIVE: SQUARE^S HNAL FANTASY VII IS EVERYTHING A DREAM 
GAME IS MADE OR LITERALLYp IT'S BEEN HAUNTING OUR SLEEP SINCE THE DAY WE LAID EYES ON IT. 
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ANOTHER FIRST FOR THE UK'S BIGGEST COMPUTER AND VIDEO GAMES MAGAZINE, AS OUR AMERICAN 
CORRESPONDENT - SLASHER QUAN - TALKS YOU THROUGH THE YEARNS GREATEST FIGHTING GAME, 
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NO, THIS IS NOT ff^DKE! QUAKE EXISTS - AND HOWI 





ULTIMATE MK3 

YOUR PHONE CALLS HAVE BEEN AN5WEREDI HERE'S MORE.. 






IE WARGODS 

MIDWAYS REVOLUTIONARY SUCCESSOR TO THE MK SERIES. 





10 vIRTUA RGHTER 3 

AN ABSOLUTELY BREATHTAKING DISPLAY OF CG HARDWAREf 






GUNGHFFON 



GAME ARTS' HRST 32-BIT MASTERPIECE. 





DAIKSA/IOIIR 



SEGA S HOT NEW HACK-NSLASH RPG. 




RESIDENT 

36 EVIL 

MORE ON THIS BLOOD AND GORE FESTI 





KING OF FIGHTERS 




LAST YEAR'S SNK EVENT ON SATURN. 




MIEHyil) 

MORE AMAZING CAPCOM HGHT ACTJONE 





SyNNCflE lis 
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21ST CENTURY CLOAK AND DAGGER] 



20 SUPER MARIO RPG« 26 SONIC THE FIGHTERS* 42 POWER HOCKEY. 47 THOR 





DESCENT2 



CAN THIS AWESOME GAME IMPROVE? 





WIPEOUT 



SATURN VERSION REVIEWED. GO TO JT! 




iaiERRANOlA 

FUTURE WARFARE TO BLOW YOU AWAYI 



76 ADIDAS POWER SOCCER • 78 SPYCRAFT* So NEED FOR SPEED* 72 WING COMMANDER II! 
74 WING COMMANDER IV* 90 MINI REVIEWS, INCLUDING BERMUDA SYNDROME ON PC 




VIDEO GAME SUPER HEROES NEVER DIE-THEY HIT CONTINUE! 
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P5SSTI YOU AIN'T HEARD NOTHING YET - OR SO 
OUR HELPFUL SOUND FEATURE EXPLAINS. 





WINIWINn 

£15000 OF GAMES AND HARDWARE MUST BE 
WON IN THE OVG TROLLEY DASH COMPETITION! 

96 TOY STORY 



GREAT nUH. GREAT GAME. GREAT GUIDEI 
STRAIGHT TO THE POINT, JUST HOW YOU WANT ITI 
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REE!! FREEH FREE?; FREE!! FREEH FREEH 



&@ m@S [p&UJl^mSV FREE WITH CVG. 

A BRAND NEW SECTION TO CVG, IN WHICH YOU GET THE CHANCE TO EXCHANGE ALL 
THE UTEST NEWS. AND LEARN ALL THE LATEST HINTS, CHEATS, AND PLAYER^S 
GUrOES FOR THE MONTH'S BIGGEST GAMES. KICKING OFF WITH CHARTS FOR THE 
MOST'PLAYED, MOST WANTED, AND MOST BOUGHT GAMES. FOLLOWED BY THE 
COOLEST KILLER INSTINCT 2 AND ULTIMATE MK3 MOVES LISTINGS EVER SEEN. THIS 
SECTION IS YOURS TO CREATE MONTH BY MONTH... SEE WHAT YOU CAN DOI 



FREE!! FREE!! 



FREE!! FREE!! FREE!! FREE!! FREE!! FREE!! FREE!! 
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ACTUA SOCCER 

ADIDAS POWER SOCCER 

BLAM! MflCHlWEHEAD 

CMOflO Q 

DARKSTALKEHS 

DOOM 

Fl 

FirjAL FANTASY VII 

GDI 

INTEPNATlOPiAL TRACK S. RELO 

IREM ARCADE CLASSICS 

KONAMi LINKS 

MORTAL KOMQAI 3 

MORTAL KOMSAT TRhLOGY 

NEED FOP SPEED 

F4AMC0 MUSEUM VOL. 2 

NAMCO MUSEUM VOL. 3 

NHL POWtfiPLAV HOCKEV 

OVERKILL 

PANZER GENERAL 

PRIMAL RAGE 

RESIDENT EVIL 

PIDGE RACER PEVDLLniON 

HOSO PIT 

SVrJOICATE WARS 

TOSHINOEN 2 

WARHAWK 

WILLIAMS ARCADE CLASSICS 

WING COMMANDER 3 

WORMS 

VWF WRESTLEHANIA 




ALONE IN THE DARK 2 

BLAMI MACHINEHEflD 

DAP I US 

DAHK SAVrOR 

EURO '^S 

FIFA -96 

FIGHTING VIPERS 

GUNGRIFFON 

KING OF FJGHTERS '95 

LEGEND OF THOR 

NBA JAM T.E. 

NNL POWERPLAV HOCKEY 

PANZER DRAGOON ZWEI 

RAV EARTH 

SOLAR ECLIPSE 

STREET FGHTEfiZERO 

TOSHINDEN REMIX 

ULTIMATE MORTAL KOMBAT 3 

VAMPIPE HUNTER 

XMEN: CHILDREN OF THE ATOM 

WJPEOLrT 

WORMS 




BERMUDA SYNDROME 

BUM! MACMINEHEAO 

DESCENT 2 

DUKE NUKEM 30 

KINGDOM OF MAGIC 

MINDWARP 

MORTAL KOMBAT 3 

MORTAL KOMBAT TRILOGY 

NBA LIVE '96 

NHL POWERPLAY HOCKEY 

SPYCRAFT 

SYNDICATE WARS 

TERRANOVA 

VIRTUAL SNOOKER 

WING COMMANDER 4 

WORMS 

WORMS: REINFORCEMENTS 

WWF WRESTIEMANIA 



brian lara '95 

earthworm jim 2 

mega<:d 

eternal champions cd 

mortal kombat 3 

SONIC 4 

TOY STORY 

VECTORMAN 

WWF WRESTLEMANIA 
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MISSILE COMMAND 3D 

NBA JAM T.E, 
RAYMAN 




19XX 

APT OF RGHTING 3 

AVENGERS; GALJ^CT^C STORM 

DUNGEONS & DRAGONS 

FIGHTING VIPERS 

GUN BLADE 

JACKIE CHAN: FISTS OF FIRE 

KILLER INSTINCT 2 

NBA HANGTIME 

RUN & GUN 2 

SKULL FANG 

SONIC FIGHTERS 

STREET RGHTER ALPHA 2 

TOKYO WARS 

ULTIMATE MORTAL KOMaAT 3 

VIPTUA FJGHTER 3 

VIPTUA nOHTER KIDS 

VIRTUAL ON 

WAR GODS 

WWF WRESTLEMANIA 
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QIRLS WHO SINQ 
SONaS AND PLAY 
VIDEO OAMESr 
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after six months of plannfng 
and optimism, 1 am proud to 
deliver what we at CVG con- 
sider to be the right magazine for 
you. Andf hopefully, the best. 
Computer and video games encom- 
pass a broad, and extremely colour- 
ful cross section of 
'youth culture'. 
Plus they are invariably 
at the forefront where 
innovations in com- 
puter graphics, 
and alf-important 
user interface in 
general are concerned, 
CVG is in the unique posi- 
tion of being able to place an 
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DOLBY SURROUND 



exciting perspective on all this 
exciting subject contains. And 
in many ways it's an honour 
just to be here and offer opin- 
ions about what we have 
seen or experienced- Put 
another way: we don't take 
for granted the fact that we 
get all the cool stuff firstl 
So we have a responsibili- 
ty, and it's one we 
respect. Which is why 
Computer and Video 
Games magazine - the world's first 
dedicated to the scene - has been 
transformed once again in order to 
do our job here the best we can, 
PAUL 






FACE THE FRONT! 

Seeing a& we're presenting an all 
new CVG, we'd like to point out Ik>w 
tetaiiy usefiii tliis magazine Ib to 
you as a gamespiayer. Explanation 



doesn't take long, as our j'^SiV: 
plillos<^y Is now to keep 
everything as tight and informative 
ae possible - we get to wrtte more 
alvout what we know best, and you 
find it easier to access. Simple. 





SIDE PANELS 



These fellers are tagged onto each 
and every page so that anyone flick- 
ing through the magazine - from 
left or right - has no trouble finding 
what they want. In the case of 
Reviews, you're going to be looking 
for the name of the game. However 
games Coming Soon aro likely to bo 
quite new, so we grab your atten- 
tion with a phrase we think best 
relates the excitement of those 
titles. Everything else - letters, and 
so on - is obvious. 



GOTCHA!! 



AFTERBURNER 3000AD THE VER-COM DIVIDER 




First up was the incredible news that Ihere was a 
hidden game of Afterburner 3000AD hidden iri 
every Saturn, featuring classic Sega characters - 
Admfral Altered GeesI, Captain Gillius 
Thunderhead, Colonel Ecco - and some amazing 
3D graphics. We had loads ot readers phoning up 
saying that after hours of listening to game mosic 
wUh the pitch shift option fioing from high to low, 
they still couldn't gel the secret game. Fools. (This 
one gat many people at Sega particularly excited!} 



A shghriy rnore subtle one this, a machine 
enabling any Salurn or PlayStation game !□ be 
played m link up or split-screen mode. The 
Japanese advert included with the piece was 
made up by us, as the stupid text shows. The 
photo of Tom and Ed playing link-up Saga Rally 
was fake too, but rhe most obvious clue was the 
name at the end of the piece, Wr, Yu Bin Haad 
indeed! (Sega had qutte a few people from other 
companies asking how it worked!) 



PEDRO 



to b«nch tQ«t all the latest gamsK, 



In case you haven't noticed yet^ last 
nwntti was the APRIL Iftftue, and. aa U 
the tradftfon here at CVG, we pianted a 
couple of Ajiril foole Jokea In ttie mafr 
One day In the pub, we conie up wtth a 
bundi of crazy Idea*, then got Ed to 
write dodgy new« atorles and porfonn 
Ma PlMrtoslKkp magic to conjure up 
some M«e screenshots, and by the looh 
ot things we foolod loads of poopfo. 



Owners of !\^K3 on the PlayStation 
got all exited at the prospect of 
playing with the Uftimate features 
activated on their version of the 
game - with the added bonus of 
Pedro, the Memcan fighter with a 
flammable anus! He's by far the 
most ridiculous Idea for a charge 
ter ever, and anyone attempting 
the ludicrously fiddly route to 
access him deserves ridiculeF 
(That Includes the numi^er of top 
iriduslry figures who phoned us 
asking if ji was reaN) 



CHARTS 



Sir>ce the !asl jssue came out, we've kept a taliy chart on the 
wall showing bow many pbonecails and letters we've had about 
each item, and here are the results. By the way. the Quake. 
Final Fantasy VII and Rfdgs Racer Revolution Buggies are actuaV 
iy real - we just had some "clfver" readers letting us know ho* 
obviously fake they were! Foolsll 

1 PEDR0/UMK3 

2 AFTERBURNER 3000AD 

3 VER-COM 

4 QUAKE 

5 RNAL FANTASY/RIDGE RACER BUGGIES 





nt's time to say good-bye to per* 
centage ratings! This decision has 
been long overdue, and Is so much 
for the better for everyone. 



However we appreciate that somii* of you 
may feel a little uneasy about this revela- 
tion, so here* s your bullet-point explana- 
tion as to 'why': 




Ever since games have been receiving 
scores in excess of 95%» tlie standard 
below which you - the customer - feels 
safest buying a game has been raised to 
an impossible degree. Why consider a 



92% contender when there's a 97% alter- 
native out there? This situation is totally 
unrealistic. Worse than that it's unfair to 
respectable developers and the people 
missing out on enjoying their games. 




Retailers are loath to consider any game 
which scores beneath 90% - unless it 
carries a major license |ie FIFA) and will 
therefore fly off the shelf regardless. The 
number of times CVG has been 



approached to raise review scores to 
help games succeed is now too many. 
CVG Is not a charity for lacklustre games, 
and we're not con artists. For the record: 
nobody here ever gave in. 




We want you to take notice of the 
games, not just the review scores! 
We're aware that many 'casual' readers 
take one look at a given percentage 
and assume they have a good idea 



about the game. Typically meaning that 
75% and below is ignored, with 9a92% 
raising an eyebrow, and "okay you 
forced me" 94%+ stirring the blood 
enough to warrant a read. 



In a multi-format magazine one system's 
games are bound to be compared to simi- 
lar titles on another- A classic example 
being Tekken versus Virtua Fighter. While 
this is quite a healthy situation where it 

encourages developers to try harder. 
,^ii ••••••••••••••••••••I 

4 j The quality of a game is not set 
^^ in stone, but percentage ratings 
, would have us believe this is so. It's a 
case of, "This game now wears a 
badge that says 78%", as opposed to, 
"We have no problem recommending 
'Game X' to you at this time, for the 
reasons mentioned above." It's kind of 



it gets pretty pathetic when the difference 
of a couple of percent causes an uproar. 
Like suddenly one machine is better than 
another because its game scored 93% 
while a 'competitor's' equivalent scored 
slightly more or less. Oh, pleasel 



subtle, but the difference is there 
nonetheless. And when you get two 
games scoring 90%, which is better? 
READ THE BLOODY REVIEWM! 
Percentages are far from perfect - some 
magazines have even taken to revising 
their scores on a monthly basis Just to 
accommodate the system's limitations. 



.B 



o you s«6, of the many factors that 
havo contributed to confusion, and 
carting a cloud ovor what Is poten- 
tially one of the most vibrant forms of 
entertainments In the world, percentages 
have been among the most guilty. Above 



all we feel that our new system Is sfmpVy 
the most honest and trustworthy around. 
It*s also the most direct, and easy to 
digest. Therefore It's the most helpful. And 
so, here's the breakdown: 



'JU^TirMi 




-EXCELLINI 




J^ 'Makes the hairs on the bachii: 
your neck stand on end! 
Whenever the High Rve is Itt, you 
know this game is essential. 






^ y pII Y HIJOD Outstanding quality. Only minor limitations prevent this 
f mn I VV VV game from being an ali-round 'must have'. Among the 

best money can buy for your machine. 



J'-PRETTY BAD 

.^fc, xk jw, m, A 



^>: .if;> m 



00 

-VERY POOR 



These games may not be innovative, or fall Into every- 
body's notion of ideal. They are either well produced 
examples of common concepts, or slightly flawed work- 
ings of originality. But they are definitely worth looking at. 

There's something fundamentally wrong with the 
mechanics, or the presentation lets the game down (ie 
it's in a foreign language). Could still keep some people 
happy, but we can't wholeheartedly recommend it. 

An all-round loser: We're depressed by It. The company 
responsible are embarrassed by it. And you could really 
get by a lot better without it. 



i 



"Q^^^ppSIQa PAUL DAVIES 

Hours of intense gameplay can 
really ruin your eyes, you know - 
as our beloved EdKor recently 
discovered. Hence the specs, 
recently acquired for 20p from 
the local market. Problem 1$, 
rather than correct Paul's falling eyesight, they 
appear to have unsettling effects on his personality - 
transforming this fun4ovlng type Into a Vicious 
Psycho Masher! Look at that facel Would you 
change channels on this man's telly without asking? 



Paul's favourito games r,,,li|iiit; Viuti^. P.jn/er Dmeuo'i ^^'"^i^ 

Rivfiidenl Euii. Vr>mn!ri" HMF-ile-. Suiier Mariu RPG, Rtiinain-.iiiH Sfi.G^i 





DEP EDITOR 



TOM GUISE 

We tried the dreaded goggles 
on our half-wit Dep Ed. 
Surprisingly they appeared to 
do him the world of good! 
^ ^^^^^ r Somehow stumbling into lamp 

tZL-^ I posts, and tripping Into the bus 

lane whilst out walking suits him Just dandy. The 
girls love It, Strange that merely sporting discreet 
eyewear can have such a positive effect on a self- 
professed desperate soul. His gamesplaylng skills 
have also Increased by 9.769%. Amazing. 



Tom's favourite games PrUi/(?r Drrigrjnn Zv-ti\. TGrm Nova, SUrjcl 
Fi^lLlEir Zero. Doom lErJ's IcvolSj, Fi0ir<ii[i Vi|JOrs. Diff iJ;l^' 



ART EDITOR 



TOM COX 

Immediately after we placed 
the lids on Mr C's noz, Captain 
Crayon assumed the air of a 
nervous salesman and declared 
his Springtime Desktop Sale 
"Now Open" - In a less-be- 
avenue, nasal, cockerney drawl. There were quite 
a few offers for Tom's collection of ancient (and 
frankly worthless) console mags too. From Ed, 
who Is rather sad like that. Anyway, the current 



offer still stands at £4.37 and half an orange. 



Tom's favourite gfimes V^ifx^cjui, n^tcju (ur ^jwtU 




^'S, inilNHII ED LOMAS 

^^^ ^k Dear Mrs Lomas, 
3|Kj^a We didn^t mean It. We were 

m^^^^K^ on^y pl^ytng fll the time - you 
I^Hr know how It is? Well, anyway 
^■^K^ /^ Ed's not feeling too well now. 

^ I So we've sent him home with a 

few games to play, because he always used to like 
that sort of thing. At least he did when he was 
here, of course we don't want to impose our stan- 
dards on people such as yourself. Erm... the spec- 
tacles? Yes. Well they belong to Paul. Blame him. 



Ed's lavouhte gamea Pfni/ur [Jjnjir^oii '/.U^\. Srn'r^l fijililLf Z'211,. 



DESIGNER 



MIME SMITH 

Jaime was wearing this expres- 
sion BEFORE we placed the 
glasses on him. Why? Well, If 
you've been keeping up to date 
with the magazine you'd know 
that this guy Is totally nuts 
about Street Fighter Alpha. And now there's the 
follow up, just been Installed on test In London. 
Wild Phil Dawsons couldn't keep him away] Of 
course Jaime forgot the fashion extras he was 
sporting, but they only amplified the detailll! 



JnJmc b pliiyliBl ^1 r-H-i f~i[JhN;i Aijjiirri 7, Ciiltt.^ Or R^mt^ov: IsJrHtEJs 

1 Mf<A_ LMii-.r-i" MK l_ S:iijr;r liflMo* AlfjU.t. Kiik-i lr.-/iiN.I y 




PHIL DAWSON 

THOSE ARE MY GLASSES! 
THOSE ARE MY GUSSESI 
GIVE 'EM BACKr Tschl Phil 
has spent the entire month 
blagging himself free games 
and music CDs. Now he's after 
Paul's 20p bargain glasses. Fat chancel Especially 
since he now owes the suffering Tom Guise a new 
carpet, new sink, and new bedclothes after an 
especially lively night out on the yoghurt drink. 
Yeahl So he can wipe that stoopld grin off naaaghl 
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[new BUDGET SAMN LAUNCHED IN JAPAN 



Whilst tho Saturn ml^t bm comfortably ahoad of tho 
PlayStation In Japan at tho moment, th« ovor-looming 
launch of the Nintendo 64 la sure to offset the situation 
somewhat. Clearly So£a of Japan realise this, because 
they've Just launched an all-new Saturn priced at only 
20,000 yen (around £125). 

Console manufacturers are forever searching for ways to 
streamline their hardware (the PlayStation rn particular has 
undergone a number of internal changes to make it more cost 
effective), and now Sega have found a way to build the Saturn 
using neater parts So neat in fact, that they can afford to pro- 
duce the machine profitably at a much lower price. What's 
more, rather than keeping quiet about thts Saturn reworking, 
they've actually celebrated the fact by relaunching a new-look 
version of the machine. 

As revealed at the Sega Saturn Power Up ^96 Spring Meeting, 
the new 'white' Saturn has a far more stylish casing, with 
redesigned buttons and all-new white joypads to match. 
There's even a set of official Sega infrared joypads coming out 
for it. Most notably, the air vents on the side of the machine 
are now gone, giving it a more solid look. This could also pos- 
sibly indicate that the new circuitry doesn't heat up as much 
as before. 

One thing that hasn't been revealed is the back of the 
machine. It's unlikely any connectors have been removed 
(there isn't anything to get rid of), but we're hoping Sega have 
added a set of audio outputs, although this seems unlikely. 
The good news is that Sega Europe have confirmed they will 
be using the new Saturn internals tn the future - possibly 
before the end of the year. They won't however, be adopting 



the new white casing 
as they think it jars 
too much with the 
western 'black' 
Saturn, A shame, 
because we all think it 
Eooks totally cool, 
excpet Paul who says 
it looks like dog poo 
after it's eaten 
carrots. (?) 
Nonetheless, what 
this means (the new 
internals, not the car- 
rots) is that Sega 
Europe will also be 
able to release the 
machine at a low 
price. Going by previ- 
ous Japanese-to- 
European cost conver 
sions, we expect the 

price to be around £199, pitching it perfectly against Nintendo 
64. PLUS - there's a good possibility the Japanese-style pads 
(far superior to the current US/UK ones) will make an appear- 
ance at the same time. 

The machine's already been released in Japan to rapturous 
sales, and we hope to take a closer look at one. If there's any 
significant modifications, we'll tell you. Otherwise, we won't. 





O Tills is it. In Japan, It's 
known as the Flash 
Saturn^ althou^ w« 
haven't £ot a clue why, Ed 
reckons It's 'cos it sort of 
like a flash of white. We 
can live with that. 



[ AM2 CLASSICS COMING TO SATURN! 




i.t-J*^^.'- 



VUVBD&P 



MTiise 





Q 32X shots. The Saturn verafons should Include many custom extras- 



Classic game compilations are all 
the ra^e at the moment (that's 
what comes from marketing 32- 
blt machines at adults), and word 
has Just been announced that 
AM2 are set to release their own 
retro-compilation for the Saturn. 
If you think AM2 only go as far back 
as Virtua Racing, you're in for one 
big shock. These guys are responsi- 
ble for some of THE biggest games 
in coin-op history- Yu Suzuki (head of 
AM2, as we tel) you everytlme] is the 
creator of such legends as Super 
Hang On. Space Harrier. OutRun and 
Afterburner. These games were the 
3D pioneers of their day, making use 
of Sega's then-revolutionary Super 
Scaler chip. Seems AM2 have always 
led the way in 3D gaming. 
Currentfy, OutRun and Afterburner 



are definitely slated for the 
compilatfon. Whether these are 
accompanied by lesser-known titles 
or the other two ^biggies' remains to 
be seen. 

With the current trend being for 'per- 
fect' classic conversions iWilliams 
Classics uses actual arcade code, 
and Namco's A^useums even nave 
arcade boot-up interference), AM^'s 
games are bound to follow suit. More 
so, because these boys are sticklers 
for accuracy more than any others. 
These titles should certainly give 
arch-rival Namco's Museums a run 
for their money, especially in Japan, 
where AM2's games are massively 
popular {Afterburner on 32X scored 
10s rn Japanese games mags). We'll 
cover this collection as soon as we 
see It. 



[NINTENDO 



In the latest of our popular monthly updates on the 
Nintendo 64*s release, we can telf you now that the 
machine's release date Is set for June 23rd In 
Japan, with the American release stacked to follow 
on September 30th, and Europe in late fall. Launch 
games are Mario 64, Pitotwings 64, and a Chess- 
type game from Japanese software house SETA. 
This gives you two months of cold sweaty excite- 
ment to prepare for the console release of the 
decade - perhaps. Word from an extremely reliable 
source says that importers in Hong Kong^ who were 
preparing to spend big money on shipping quantities 
of the machine out of Japan, have given up waiting 
for the machine! They have been given no word that 
Nintendo Intend releasing N64 in June at all, and 
are actually expecting it as late as Decemberl Rrst 
we hear one story, then we hear another. We'll keep 
you Informed! 





O lt*s not long to go 
before you can dive 
into Mario 64. CripesI 

Q This handsome chap 
represents SETA'S 
launch 'chess' game. 




THE AMUSEMENT PARK OF THE FUTURE ] 





Prepare yourselves - Sega 
are about to open the 
largest coin-op theme park 
In the World. And incredi- 
bly, it's going to be in 
London! 

SegsWorld is going to take 
up seven floors of the 
Trocadero at PicadiMy Circus 
and promises to be even 
more impressive than the 
famous Sega Joypolis in 
Yokohama, Japan, With a 
capacity for 3000 visitors, 
who enter the complex by 
'rocket escalator', the whole 
place is designed to look just 
like the Chemical Plant Zone 
from Sonic 2. It's set to have 
six main interactive rides and 
an the latest coin-ops, span- 
ning its six sub-zones - the 
Sports Arena,- Right Deck, 
Race Track, The Carnfval, 
Sega Kids and Combat Zone. 
The park opens in August 
and promises to be TOTALLY 
INCREDIBLE. We hope to 
cover ft In all in an in-deptfi 
feature soonf 







By far the most impressive game, er, demo 
of the show - in fact, ttie most astonishing 
display of video game graphic muscle ever 
in the history of this industry - was VF3. 

According to Sega this real-time CG demo was 
running off actual Modei 3 hardware (see side- 
bar). Skipping to the end, Itie biggest question 
everyone asks is: How much of a jump over VF2 
ts it, relative to the extraordinary jump of VF2 
over VFl? Well, here it \s: on a scale of MO. fn 
retrospect l/F rates a 1, VF2a 2.5. and VF3b 




10. Yes. the jump was even bigger, much bigger 
Ali the disjointedness of VF2, Tekken 2. Soul 
Edge, etc. is completely gone. The characters are 
so smooth that each and every frame looks 
almost good enough to be a singular SGi-ren- 
dered image, not a pofygon construct. Insane 
high-res detail is visible from eve'ry angle, no mat- 
ter how zoomed in or sway the camera is. Model 
3s transparency, translucency. lighting effects, 
and shading effects are visible in every back- 
ground, such as the translucent skyscraper floor 
of Jackys stage. A host of V'F characters were fea- 
tured, on their backgrounds, as they flexed, 
posed, shadow-boxed, and ACTUALLY FOUGHT 



using what were undoubtedly moves planned for 
the real game. The first character to discuss is 
Aoi tJmenokouJi, a Japanese female born in Kyoto 
who practices the Aikidou style- She is absolutely 
gorgeous, dad in a traditional kimono, and car- 
ries a fan. A real-life Japanese dance instructor 
was motiorvcaptured as she performed Aols 
moves. Her stage is a pristine, snow-covered 
glade with a sparkling, icy river rushing in the 
background. (The second new character planned 
for VF3. a large man with big muscles according 
to an AM2 publicist, was not yet impie- 
mented.) Another character who drew 
gasps from everyone was Dural. The 
metallic boss now mimics, in every 
aspect, the T-1000 from the movie 
Terminator 2. The demo of her morphh 
ing from liquid metal, in my opinion, 
was MORE IMPRESSIVE than the 
effects from that landmark movie. 
That l/F 3 is a polygon game is visibly 
apparent no longer: the smoothness of 
the animation in this sequence (and, 
in fact, the entire demo) destroyed my 
verbai communication skills for at 
least five minutes. Initial comments 
from many showgoers included, That 
cant be Model 3, it must be a jury- 
rigged ModeJ 2, and. There's no way 
theyll be able to do that in the final 
game. I personally disagree with both of the 
above statements; I see no reason for Sega to 
lie or misrepresent the power (or existence, for 
ttiat matter) of Model 3 - how embarrassing 
would it be to refease a game that was anything 
less than what had aiready been shown to thou- 
sands at the trade shows, and millions in game 
magazines? (The fact that an immediate cry of 
impossible! was raised by observers should give 
you some indication of how unbelievable VF3's 
technology really is.) 

As of today, the anxious wait begins until the 
month of December, AM2s stated release date. 




O Jeffry's about ready to bust a vein, 

hes flexing so hard. Seagulls fly 

around In the serentty of his beach stage 




By Slasher Quan 



The U.S. arcade show equivarent of a 
CES or E3, this years ACME 
(American Coin Machine Exposition) 
was held in Oriando, Florida March 7-9. 
Basically a rehash of Japan's February I 
AOU show, minus a few key Japanese I 
games (such as Capcom's new 3D polygon 
game Star Gladiator), plus Midway and 
Acclaim games, this was not a show filled 
with many shoclcs or surprises. However, 
for those of us who didnt brave the 
Malcuhari Messe for AOU, it was worth the 
trip just to see the following two things: 
the unbridled majesty that was the Virtua 
Flatter 3 demo, and a nearly-complete 
version of SFA 2. Here's a report on the ^ 
icey arcade games scheduled for later in 
96 (please note games already in release 
such as Namcos incredible Soul Edge are 
not included). % 




Q She wears a kimono and carries a multi-colored 
fan, and her movements are unbelievably realistic. 






Q Check out the facial details in Lau and Pal- Model 
3 can zoom in or out effortlessly with no break-up. 




MODEL 3 REAL-TIME 
CG SYSTEM SPECS 

GRAPHIC SPECS 

• 1 million polygons/sec. 

• 60 million pixels/sec, 

■ 16 million colored textures/sec. 

• Perspective texture mapping 

• Tri-linear interpolation 

• Micro texture shading 

■ High-specular garoud shading 

• Fix-shading 

■ Flat-shading 

SPECIAL FX 

• Zoning fog 

• 32 levels of translucency 

• Clipping 

• 4 Faced & Faced & LOD 

• Model - LOD 

• Texture LOD, LOS 

• Fade in/out 

- 4095 Moving Models 

LIGHTING 

■ Parallel light 

• 4 light spots 

• Pin-point light 

> Sound Section 

- CPU - 68 ECDOO 

• Sampling rate: 44.1 KHZ 

> SCSP X 2 

- MIDI Interface: IS-bIt, 64 voice, 

• 4CH 

OTHER SPECS 

• Main CPU: PowerPC 603e 

• Res: 496x364 » 640x480 w/Z- 
buffer, non-interlaced 



Q Please turn on your copy of VF 2 and compare 
Dural of the past to the Dural of the future. The new 
generation's liquid metal morphing effect Is worthy of 
the Terminator 2 movLe. 



TAfl 4 A SLASHER QU AN 'S 

TOP 10 GAMES OF ACME 



1, VIrtua nghter 3 



2. Street Fighter Alpha 2 

see page 1001 

3. Gunblade NY 

4. D&D: Shadow Over Mystara 
TIE 5, Tokyo Wars 



TIE 5, Virtual On 

7. Rave Racer 

8. Sonic The R^hters 

9. Time Crisis 



TIE 10. NBA Jam Extreme 



TIE 10. NBAHanfitime 





Before skipping to the end and realizing 
oooh, Slasher Quan was NOT amused by this 
game, first please consider the following 
Inalienable truth: there has not yet been a 
real 3D fighting game. Yes, VF, Tekken, etc. 
are presented and displayed in 3D, but the 
actual fighting always takes place in 2D - 
you have no way to act in 3D. Previously, 
some fighting games offered the occasional 
3D move, such as Toshinden's 3D roll, but 
one avoidance move does not constitute 
true, full-blown 3D interaction. 

And thus. War Gods' 3D aspect is its singular, 
most compelling innovation/gimmick (which one it 
IS WJIJ only be determined t)y the quality of its exe- 
cution, which is difficult to say). Midway seems ail- 
too aware of this as the 3D button is a giant, back- 
lit green button four times the size of the other but- 
tons (reminds me of Track & Field or a redemption 
game). The button configuration is simple: identical 
to Mortal Kombat 3. except the Run button has 
been replaced by the 3D button. The 3D button can 
be thought of almost as a Shift key on a keyboard 
- hoid it down, and you can perform a whole new 
set of 3D actions based on commands you would 
use to perform 2D actions. While 2D blocking and 



'PliHi .r^ 





dodging are the same as other games, an example of 
3D dodging could involve holding the 3D button. Up 
or Down, and Block at the same time - which would 
cause you to flip into or out of the background. A 2D 
projectile is standard, but a 3D projectife (a different 
move) might cause a wave of frre which spreads out, 
so as to envelop a section of the background and 
actually ATTACK IN 3D. Good 2D fighting games have 
layers of moves, counter moves, and counter counter 
moves; War Gods' goa\ is to have these layers of 
moves both in 2D AND 3D, 
In concept, the designers have some damn good 
ideas and the 3D fighting has a lot of potential. 
However, my initial reaction (and the reaction of 
quite literally every showgoer I asked) was that the 

poor character designs in 
War Gods would 




looks uncomfortably similar to the soldiers in j 
Stargate, CY-5, who all-too-blatantly wears a Kano- 
type mask, Warhead, whose goggles need to go 
away, and Tak. a stone man who is just plain idiot- 
ic-looking. I dont want to say there isnt a chance 
these characters won't grow on us, but I'd be hard 
pressed to think of a game (maybe Bloodstorm) 
whose characters made a worse first impression. 
Based on an upgraded version of the Cruisn U.SA 
hardware. War Gods pumps some powerful 3D te* 
ture-mapped polygons. Midway has concocted a 
bunch of flimsy terms to describe War Gods' 
alleged technical innovations, such as Digital Skin 
Processing (DSP), which in real terms means that 
the disjointedness of characters such as those in 
VF 2 is not visible in War Gods. This is a nice fea- 
ture, but 1 would have preferred interesting charac- 
ters with drawn/rendered textures and disjointed 
bodies to stupid characters with digitized textures 
and smooth bodies. Overall, the technical quality ol 
the graphics is quite high, despite the unattractive 
characters. The backgrounds are all (of course) [n 
3D and feature spectacular lighting effects. The 
camera movement is quite smooth and there don't 
appear to be any problems of disorientation due to 
awkward vfew shifts. 

War Got/s' gameplay is very, very much rooted in 
Mortal Kombat at least on the surface. Many of 
the techniques use the same taps as MK, and you 
even have the same Uppercut, Roundhouse Kick. 
and Sweep moves activated the same way- 
Combos can be initiated with air juggles or grouncf, 
button-chain hits - yup, just like MK. But add in the 
3D gameplay and the fight changes dramatically. 
Plans call for the traditional slew of Midway 
secrets, codes, and Fatalities (here called 
Sacrifices), War Gods is a game whose depth of 
gamepiay and go refactor/codef actor could save it; 
hold out hope. But. I can say my interest would 
be 500% greater if awesome characters such as 
Scorpion, Raiden. and 

Kitana were populating ^^^^^ M 

the game instead of ^ — ^ 

these losers. 
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[ VIRTUAL ON ] 

(By Sega) * 

The rivalry 
between Sega 
and Namco, If 
not ever In any 
way acknowl- 
edged by 
either partyp Is 
obvious. For 
Namco's Ridge 
Racer f there 
was 5ega*s 
Daytona. For 
Sega*s Virtua 
Fighter, there 

was Namco's Tekken. Now, another of what I 
like to (sometimes somewhat Inaccurately) 
dub answer games Is here: Soga's Virtual On, 
to counter Namco'8 Cyber Sled. 
Like Cyber Sled. Virtual On is an arena battle 
game for 1-2 players (linked) where you 
command a craft in a 3D arena, blast- 
ing each other with various projectiles 
while trying to outmaneuver each 
other. Virtual On has its own personali- 
ty and unique gameplay elements. 
Most importantlyn the character 
designs totally kicks ass. There are S 
Cyber Troopers to choose from, eacin 
with three different attacks which range 
from hand-to-hand types such as laser 
swords, to rapid-fire projectiles such as 
napalm, to high-impact weaponry such 
as mines and bombs. ^Jormaily I dont 
get Into cyber-mechs, but these characters are 
sleek and very appealing. 
The game control Is dual joystick (like Cyber Sled 
or even the classic Assault), with the addition of 
two buttons for attacks (press simultaneously for 
the third attack], a turbo button, and the ability to 
jumpi Thats right, you can leap onto obstacles, 
jump and hover in the air, and fight while airborne. 
While this was an element not present in Cyber 
Sled (and it adds tons to the gameplay), converse- 
ly some of Cyber Sleds' finer qualities should have 
found a home in Virtual On. For instance, some of 
Sled's more complex joystick manoeuvres can't be 
done in VO, and collectable items which affect 
radar, shields, etc- are not available. 
In any case, Virtual On is yet another new land- 
mark in Mode! 2 graphics, featuring a vahety of 
highly-detailed, sloping^ texture-mapped surfaces 
such as futuristic cities and construction sites. 
There are many astonishing effects such as the 
transparent motion blur of the laser swords and 
the heart-stopping instant replays. Virtual On is 
game that must be seen and should be played, 
especially in the competitive two-pJayer mode. 

[ SONIC THE FIGHTERS ] 

(By Sega) 

Yes, It's true - not Just a demo or hidden mode 
Intertwined In Hghtlng Vipers, or a delusional 
fantasy of AM2 - this Is the real deal* Sonic. 
Knuckles. Tails. Model 2. Flying game. 

Now that youre done screaming, 'Say it aint so 
Segal Why this and not a REAL Sonic game?r. get 
ready to accept what I thought impossible, but now 




believe wholeheartedly: this game rules. Okay, so 
the gameplay is VF2/Fighting Wpers/tap, tap, 
lap.... This any champion of game design could 
have predicted.-.. The value here is: 
ENTERTAINMENT! 

Pick from a line-up of famous and new Sonic wortd 
heroes, including: Sonic, Tails, Espio. Fang, Bean, 
Knuckles, Amy, and Bark, The fighters are all. of 
course, comical animalSn but you'd never know it 
by their nicknames - Bean, a duck, is known as 
The Dynamite- The gameplay is operated by the 
standard VF three-button routine: punch, kick, and 
guard. However, everyone can perform amazing 
attacks with very simple button inputs.. .for 
instance. Bean can throw bombs. Sonic can spin- 
dash, and Tails can fly into the air, hover, then 
smash down on the opponent with a febrile shock- 
ing violent smack. Instead of blocking, your charac- 
ters guard consists of a Sonic-like barrier force 
field, but there are (of course) attacks which can 
FLICK DOWN THE GUARD!! [World Heroes Perfect 
inside joke.) You can also perform a variety of 
throw/grabs in-close, in the traditional IT way- 



The most Important 
trait of Sonic The 
Fighters is that it per- 
fectly captures the 
Sonic cast of charac- 
ters attitude, personal 
ity, and humor with 
tons of exaggerated, 
outlandish moves. 
The effect of the 
opponent dropping 





their rings every trme they're hit just doesn't wear 
thin. (Just try collecting the rings. .-bonus stuff or 
what?I) The game is totally Sonic in every aspect, 
right down to the backgrounds - Green Hill Zone, i 
etc. Astute fans have pointed out that this game 
was probably derived from the Fighting Vipers 
engine, and a good indicator of that is there are 
ring boundaries just like FV(no ring-outs). With 3D 
backgrounds, cool warprng effects, and gameplay 
that should (and this was obviously Segals goal) 
suck in the younger crowd as well as the older VF 
players, Td say Some The Fighters was well worth 
the effort However, this In no way excuses the 
current lack of a traditional 2D Sonic platform 
game on Saturn - is someone at Sega of Japan 
reading/translating this? God I hope so. 

VIRTUA FIGHTER KIDS 1 

(By Seta) J 



Now we have traveled from the realm of say It 
alnt so to you MUST be joking but It's true. 

Virtua Fighter Kids brings together all 10 charac- | 
ters from VF 2. only with much, much smaller bod- 
ies and much, much bigger heads (the characters 
are presented in the popular Japanese Super i 
Deformed style, so I tend to think of this game as 
VF SD), How can t explain this game,, .did any of 
you ever see the Muppet Babies cartoon? Ah, 
probably not. Anyway, it's just VF but with kiddy 
themes to everything, such as backgrounds that 
bring forth images of the Chutes & Ladders 
boardgame, and character voices that sound 
like. ..well. ..kids. Other features include static 
screens which profile each virtua kids likes, dis- 
likes, hobby, school, and blood type. 
Anyway, after an initial run this game seemed to 
be quite nearly identical to VF 2's gameplay engine 
and moves list, though reports indicate AM2 will 
add slight refinements and balances to make VFK 
play as the ultimate and refined version of VF2. ( 
Hmmmn I think VFK is way up on the charm meter, 
but way down there on the reason for its existence 
meter. I dont want to say anything too negative i 
and scare Sega away from releasing this little won- 
der in foreign markets (Sega's already wavering on 
both this and Sonic The Fighters), but given a 
choice between the two. I'd definitely pick the Sonic 
Boom over Virtua Romper Room in a heartbeat 
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The world's greatest 360 degree 3D game is back...but this time it's even better. 
Strap yourself into the most successful mind-twisting action game overdeveloped. With 

30 new levels of complex mines; six entirely different worlds, and a team of 
highly intelligent new robot enemies, Descent 2 is guaranteed to give you hours of vertigo 

madness. But, beware, the deeper you go, the darker it gets. 

"Descent 2 is the rock 'n' roll 3D game for 1996." PC Format 

Available on PC CD ROM 

Copv^ght© Parahax Softwara. All righls reserved. Oascenl and Inlerplay are Trademarks o\ Interplay Prt)[Juc[mna. All riglUs reatrvfil. 



CofI Inlerplay on -44( 01 1G2K 423t66 

for morp mfenri^tion. 

Web; hUp: //www.mio[p\iiy.r.iir\ 





special Air Aseauit Force 
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(By Se^) 

One of Sega's best of the show and a clear improvement 
over the Vmua Cop games, Gunblade NY. in my opinion, 
sucks more graphic juice out of the Model 2 hardware 
than any previous Sega game to date. This two-player 
gun game features a helicopter environment, where the 
players operate two massive, mounted, recoilable 
machine guns which are supposedly aboard a constantly- 
airborne, swooping, diving chopper. 

In this amazing first-person gunner, you play as the SAAF 
[Special Air Assault Force) on a mission to save New 
York City from hardcore armoured android soldiers. You 
choose from two missions: save the United Nations 
building or salvage whats left of the entire island of 
IVIanhattan. Levels Include Times Square where you pul- 
verize terrorists, Mid Town where the firefight moves to 
Rockefeller Center, the UN Building, and the big boss 
level of the Disguised Aircraft Carrier where you swoop 
right by the Statue of Liberty! 

Your view is out of the helicopter as It flies effortlessly 
through the Big Apple. You'll need to take out tons of 
goons, cars, and other enemy craft. The way the camera 
zooms in and out and rotates at dizzying speeds with 
absolutely no break-up visible just purely shocked me - 
surely I thought this speed was not possible based on 
the Virtua Cop graphic routines. The nonstop action 

causes so many l ■ 3VK'"A"^'-i^ ^'^^-^^ » 

massive, gut-wrench- i^teta^iJsTffit ^3^f .-^^Z'. 
ing explosions that 

you often lose track -"'--^.-:*«Ra*jff m^''- 

of your gun sites! *^'i^ '^ 

Gunbiade could be 
the definitive gun 
game when it is 
released- 
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T TOKYO WARS "J 



(By Namco) 

For it's next generation of the Cyber 
Sfetf archetype, Namco has com- 
pletely broken the mold with a new 
gameplay concept and control inter- 
face. Tokyo Wars was a universal 
favorite of the show, and matched [If 
not surpassed) Sega's acclaimed 
Virtual On texture for texture, poly- 
gon for polygon. In the game, you're 
in the cockpit of a heaviiy-armed, 
futuristic tank controlled by a steer- 
ing wheel, plus forward and reverse 
pedals. Your mission is to drive 
through the battlefield and take out 
all the enemy team's tanks, and in 
the link-up mode the other player 
can either co-operate or go head-to- 
head! The gameplay Is supert), the 
wheel very responsive, and there 
can be dozens (fiterally) of tanks 
duelling it out without a hint of slow- 
down or breakup. Great job Namco! 
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DUNGEONS & 
DRAGONS: SHADOW 
OVER MYSTARA 

[at Cspcom) 

Cflpcoms original OiD aefinlEfllv difln'i 

get tha an«n(ion it deserved. I am allll lo 

Uiks day enthralled by ihe brltllance 
CaDCOfTi displayed by marg^ng most of 
t^e reievar^l rulas or ihe JIPG with a tarb 
tastic gflmeplsy engine and emarglnft 
MJth ^ g^me that appealed to vld^Q 
gamers and role-players allka. 
Tha lollow-up scenario lo Ihe orFfflnal 
Tower ^r Dcoin uses Eha ^m« 2D englr^e 
and a tew of Ihe aeme character graptilcs, 
bul adds ions of new art, animation, and 
gameplay. There are two new character 
classes. thie( arKJ mafiJc-user, and each 
Bcis BS Ihey do In the reat RPG. The thief 
Dan pich rocks, and t^e MU Fia? the widest 
array (rf «wils and is easily the rnoat dev- 
Qsialing character [Though waak In hand- 
lo-hend ccirrtbal). Tha new campaign Is 
much longer wUh many forl^s In the toad 
for riigh replayahjiriyH and l£ based on actu- 
al modules craeted by TSR. New gamaplay 
lei:hnigce5 include more Slreei FtgMer 
style loysticK motion moves and amended 
cgfnbos (even airjugglea). It s a iclaJ 
shame thJs four-player aimuFtaneous mas- 
terpiece may never ba ref eased on home 
systems. Ihe original O&D was Just can- 
celFBd on PlavStatJon...oah, hurts Ilka Iha 
lamlly pel Just died. 
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[Bf Capcwn) 

The lalesi In Capcom's lona-runnmE series 
of W^iV M Shooters blasts forward tq the 
future ^Ith etforgfloua dasplay of CPS II 
pushed-to-iis-Hmtl graph^s. Vou jet three 
crafts 10 choose from and a oJew ol power- 
ups 4n explosLoivlBden, futuristic atiootJng 
action. The TwO-butt(jn fiamaolay now fea- 
lures the ablllly to charge vour ^hots. but 
where did the tradlWonal barrel fqll go? 
The gri^D^Kis are easily HaitJ^n J^aliber 
arvd the garna even squeezes some new 
effects out oT CPS II that I didnt think pos- 
SEbJOH such as scaling. 

NBA Hanrtime 

{Br Mldw*v> ^ 

De&ifinecJ by Midi^ay's Wark TurmeU and 
crew (the ongrnal ciaalo^s ol f^BA Jami 
f^QA HBnffime is the real, ana quffa war- 

thy^ successor ic NBA JBm TE, My biggest 
complaint fnust be stated up-fronlj It was 
dona on the baine haf*vara as oJd Jam, 
^Vhy oh why? The fiood news r& aai Ihe 
graphics are new, the digalzetlon Is even 
cJeanern and the game has a ton of new 
features. The biggest is the ability to cre- 
ate your own character (costs one credit. 
and can be saved to the internal memory 
of Iha arcade game). Yau cxan cuatomlie 
your Jamster w^th a unique unJform, facial 
porlraltn slats distnbutlQn. and 3t>ecial 
abllltJes/prrvcleges such as extra dunking 
power. New ggrr^play manofiuvras such 
as alley dqps. hookSn spins^ and lay-ups 
have also bean added ^ Future edilinns of 
Hangrime will undoubtedly be produced on 
neWr more powartuJ hardware with more 
colors per sprite^ which Is whet I had 
hoped for this installment- But. I am more 
than content to hang with this version until 
the true naxt generation of Jem arrives. 

THE PATH OF THE 

WARRIOR: 

ART OF FIGHTING 3 

(if >NIIJ 

The first NeoGao geme to feature comput- 
er-randered graphlcSn Arr ofFlg^ttng 3 Is 
Just a sad game. I persaneNy liked (If 
almost loved) >;OF?aria white certain char- 
acterasuch as King ware a bit DorderllneH I 
was a total fan oF characters Hhe John, 
Takuma, end Mr. Big. Well, flet ready tor 
the worst news' othei tnan Ryo and 
RobarTn ALL of AOF 3's che+ailers are new, 
ana the character designs are genefallv 
really, reeiry stupid. (AOF .3 placas second 
^n the worst character designs of the show 
contest only tc bVsr^jcxfs.j Far Instance, I 
couldn't contain my boradom when I saw 
Wang, a Chang Koahanlype <afdo with a 
backpack, not to rnentlon the requlfilta, 
onthrowaole BIfi Bear/Earthquaka arche- 
type charactern Wyler 

Setung ashde tha disappointing character 
oastn It takes pailanc^a to And bright spots 

amona the chrome ot AOF 3r i aesperateay 
hope thjg js an aspect of tha Incomplete 
vtralDO, t>ul In A0F3\he pur^ih button 
occasionally activates KICKS, ana vice 
versa. This was not due to a glitch In the 
button wiring but a v^ry variety of attact^ 
frames - 1 am praying more will ih added 
In the flnak The gameplay features new 
tecftnJquea such aa hitting the enemy 
while theyTQ down and a much greater verl- 
ely ofjuggrlng rnove*, ana ( have to say 
tha Intro and win screens are Impressive 
In all their rendered glorvn M a long-time 
NeoGeo fan I will hope for a algnlflcantly 
Improved final veralDn, but Jn any case r 
am saddened S/^K's character designs 
have sJ'Ppad tc this level (especially in 
llKhtof theahlllancedLspla>ed in mF95ir 






WAVE SHARK 



(lyKonanri) 

Ow^ng ai leaaL some of It^ ei^istervce to 
Namcos ^^pJne ffflcer, IVave Sftart Is a 

tremendously fun waterjet racing garT>a. 
Sranding up, you ride a virtual Jet water- 
craft and race against tha ccmputer. If >ou 

rove 4/pjr>e ff&cer, this Is a simulatiofi not 
10 he mifisedr (Just imagine a Hnk «?- 
slon.r..) 

RUN AND GUN z 

{iy KortAml) 

Konamrs top 3D basketball gun Is bech, 
loaded with new Techniques sucn as alley 
oofKn douhle clutches. Takes, fede-ewaya, 
ana af course much smoother polyBan 
graphics Bir[, still no NBA license (fake 
leams). 

AVENGERS IN 
GAIACTIC STORM 

fSy Data East) 

A distinct improvement over prevtous Data 
Fast efforts such as RghMr'A HlHory, 
Avengers offers eJght selectable ^^arval 
Comics favorites (led by Caotsln America 
himself), plus four siippcirt chQractars Mho 
yo^i can caiJ on for assistance with s spe- 
cial move. The SGl-randared characters 
are actually m Hlllsf rna^nct's league, but 
tha backgrounds are totally flat and 'adc 
tha 3D details cpf H/ 2, The four-Button 
action IS standard SF, with fireball a. but- 
Ion-link combos, and ifmitedjufigTIna. Wot 
bad. but not great eithej-. 
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SKULL FANG 



(By DMa Ea*(} 

Sl^uil Fang 13 e gem ot a vertical AaUOrv 
Ish shooter w'th four p)anea td chocsa 
from and tons of action. The game Um 
three buttons, cndudlng the barrel roll Birt 
should have been In IdXV The gameMsy 
offers two unJqua control modes as 
wall.. .one of the best 30 shooters In 
recant mamcry^ 



JACKIE CHAN IN 
FISTS OF FIRE 



JClFOF[i io« aWsre^atlons) is an 
extremely unclean flhjnk Str^^t figt}ter: 
TTw MawB) difiitlied 2D ishtme garrie star- 
ring Jackie Chan. Just In case youra 
unsure who the ster Is, Chan plays THREE 
or fha [en selectable frghters, but with dif- 
ferent ^rb and moves In each case. J 
always pun for JeckFa Chgn, but (hia four- 
button graJrvladen fighter seams a waste 
of a good license. 



SLASHER QUAN 
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WINDOWS 95/ 

WINDOWS 

CD-ROM 



t 



» 



Easy Install 
process -Just 
dive straight In. 

Even faster, mare 
calnurs. more 
dang^rnus than 
ever before. 



At last. 



odern PCs 



WINDOWS 

CD-ROM 




You're alone in the 
va^t ocean. Only 
ynur ^anar can help 
you track dawn ynur 
family. But first yau 
have to avoid Great 
Whiter and other 
deep-sea tercnrs 
Swim or sink, murker 





can clock the full-on 

power of 5ega. Now, the most awesome arcade 
games ever will be available on PC. Check Ecco the 
Dolphin, the 30 level deep-sea adventure classic. 
With 5ega*s hyperspeed graphics and scorching 

^ game design all in 

serious effect. 





Want to check *t out? Check the Internet: http;/WWW-Segaoa-Com/ 
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Wdcome to the CVG Mailbag, none of that In The Bag rubbish- More than 
just the name has changed this month, For a start Paul isn't answering 
the letters this month. It's me, Tom G, together with my good friend 
Ed, and we're not going to be poKte to your droning crocks of pizrie Hke he 
is. Look, this letters page needs to be more exciting. So from now on, you can 
write to specific members of the team, Just ask any of us what you want* 
and we'll be happy to reply. Also, we want a good name for this section, but 
we can't think of one- So send in some suggestions. We'll use the best one and 
give a prize to the sender- What's more, every time a better name comes in, 
we'll change it to that So come up with something clever hke, erm, 
Computer and Video Grams. But not that. 

Write to: Mailbag, Transmuter and Video Recorders, Priory Court, 30-32 
Farringdon Lane, London, EClR 3AU. And try and be interesting, eh? Not Hke 
the stinking sack of tripe we've got this month. 

HELLO FROM GERMANY! ALLO FROM 




Dear CVG, 

In issue #163 you mention that Alien TrZ/ogy wHI 

appear on the Saturn, yet one of my friends^ PSX 

mags says it will only appear on PlayStation and 

PC CD-ROM. Can you please tell me if It will 

appear on Saturn, and if it does will it be worth 

buying as I already own Alien Versus Predator on 

the Jaguar? And is it true that 95% of PlayStation 

games will appear on the Saturn - I learned 

about this from Sega Saturn magazine. 

Also, please can you send me some information 

on how to become a reviewer as I am extremely 

interested. Plus I enjoy whting. 

Thanks for your time. 

Colin McKay, Germany. 

TOM: Aiten TritogyyvlW appear on Saturn. I don't 
know if ft'll be worth buying, but rf you're judging 
it against AHen Vs Predator on Jaguar then yes, 
because that was old cobblers. 
It's possible that almost all PlayStation's games 
will eventually make it to Saturn, but you can't 
put much value in thai. Namco may well convert 
Ridge Racer to Saturn, but even if it came out 
tomorrow it would be a year and half later than 
on PS. and still might not be much good. Rarely 
do games specifically designed for one console, 
turn out as good on another. Look at Toshinden 
and Wipeout. If you want a machine's best 
games, your best bet is to get that machine. 
And no, I can't send you any info on being a 
reviewer- Enjoying writing helps though. 

GREETINGS FROM 



BARCELONA! 



Dear CVG, 

i have been a Nintendo addict since I was 8 
years of age, and I bought every single console 
Nintendo has issued up to the present day. I 
must admit that the games available are far too 
expensive, and have found myself having to rent 
games for the weekend. This also has its disad- 
vantages, especially when there are only a few 
good ones displayed on the shelves, and when 
games are as expensive to hire as they are to 
buy from bigger stores! 

So, I would like to know whether you know if pur- 
chasing Super NES and NES games will be such 
a difficult task in the future? One more thing; Do 
you think that Toshinden will appear on the Super 
NES? 
Dani Franc, Barcelona. 

TOM: Does anyone from Britain read our mag? 
Anyway, yes I guess it will be more difficuit 
purchasing NES and Super NES games in future. 
Especially NES games considering the machine 
was discontinued about a year ago. And I doubt 
there'll be any new Super NES titles in 3000AD. 
What do want Toshinden for. it's monkey piddle. 



BELGIUM! 



WHAT A TRAGIC MORON! I 



Hi CVG, 

['II cut the crap and get straight to the point: 
1. About Ul\/iKI!!- if Sheeva's got the Scorpion 
Animality, what's Scorpion's Animality? Is he 
going to transform himself into a drug-crazed- 
blood-thirsty-kamikaze squirrel or what? Could you 
also tell me how to use his new axe? 

2- When will UMKIH be available on the Super 
NES? 

3- A while ago (it seems fike ages) there was a 
preview about Star Fox 2. Since then we've heard 
nothing more about it. So what's happening? 

A. When is the arcade version of the Sor7/c fight- 
ing game scheduled for Belgium? 
5. I wonder if it would be possible to put more 
information about games? Hey. don't kill me now! 
But it would be interesting to know how many pro- 
grammers have worked on a game, for how long, 
and what Nintendo. Sega, Sony or anyone else 
has invested in it What do you guys think? And 
while you're at it, coufd you print an article on 
which direction to go if you are interested in a job 
related to computer and video games? 
6- Is there going to be a good Dragon Bail Z 
game on Nintendo 64? Also are there any plans 
for 'Ultra' Metroid? 

7. I really feel sympathy for you guys, having to 
answer some really dumb fetters like the one 
from IVichael Landon last month. Did he drink 
some of his mum's nail polish or what? Saturn 
inferior to PlayStation? f don't know. Like Darren 
Bagley said, it's the fun that counts. That was the 
beauty of the older games. To get back to what 
Michael Landon said, if you can telf a good 
machine by looking at the amount of beat 'em 
ups„.erhh... he probably pushed the nail polish 
in a place where the sun doesn't shine too much! 
But hey. it's great to hear that Kl is scheduled for 

the PlayStation - when do we get to see Mario on 
there too??? 

If by any chance I would be honoured to be phnt- 

ed, for the record I didn't bribe anyone! So long. 

"Weird Ar,-,Erghh...Luc Van Caeyzeele, Befgium 

ED: 1. No, Scorpion turns into a drug-crazed- 
blood-thirsty-kamikaze monkey. Of course. 
2- It won't, as far as we know, 

TOM: 3. Star Fox 2 was scrapped and the project 

was moved onto Nintendo 64. 

4, Belgium eh? Goodness knows. When they can 

fit Befgian groat coin slots on the front. 

5- More information on games, eh? Gee thanks 

for that tip, you oaf. 

6. Metroid, probably yes. 

7, Glad you sympathise, yours is one of the 
dumbest letters Tve ever read. 




Dear CVG, 

\ am confused to hear that the Ultra 64's retail 
price is due to be set around £200,.. This is half 
the price of the Saturn when it was first launched 
in the UK, and still £100 cheaper than a 
PlayStation even though the Ultra 64 is more 
powerful than those two put together! Alright, so 
CDs can store a catrlllion times more information 
than a cartridge, and they can play music and fill 
CDs with a special adaptor.But when you buy a 
games machine, all you want to do is play 
games. Do you agree? Also you said in a reply to 
a letter from Michael Landon in issue 172 that 
Virtua Fighter 2 is better than Tekken 2\ I don't 
suppose you watch Games Master on Channel 4 
do you? Well, anyway, they had a feature on 
Tekken 2 recently and it fooked bloody amazing! ft 
had this bloke who had a lion's head who done a 
five throw combo in under eight seconds! Now J 
am very confused. 
Luke Nardoni {very confused reader). Swindon 

TOM: Yes, you are confused. Don't come near us, 
we don't want to breathe in any stupidity. 

EASILY HORRIFIED! 

Dear CVG, 

Recently I bought an issue of NMS, and to my 
horror they stated that Nintendo 64 would be 
released on September the 30th in the UK - at 
the eadiest. I am really annoyed about this as I 
had just saved up enough money to buy one. 
What's the matter with Nintendo? I bet they knew 
that Europe would never get it by April. I'm sure 
there are many other eager gamers just as disap- 
pointed as myself who may seriously consider 
buying a PlayStation instead. 
Here's a few questions that I'm sure 
you will answer for me. 
1. Is It true 
that the 
Saturn will 
be getting 
an M 2-1 ike 
update.. 



2. Will 
the 

PlayStation 
get a 64-bit 
update too? 

3. I've seen Killer instinct 2. 
and it looks really smart. Will 
the Ultra 64 version be in full 
3D? 

4. I've got i-lexen and I think it's 
brill. Will the Ultra get a version of it? 
Thanks for printing this letter. Keep up 
the coof work. 

Mr XXX (he didn't put his name), 
Suffolk (?) 

TOM: Yes, I can see how 
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compul 



^rt - 



the Nmlendo 64 delay must have caused much 
horror to an eager gamer like yourself. And your 
chums. 

1. There are rumours to that effect, but I don't 
think so, 

2. Sony are working on a PlayStation upgrade. 

3. Kt2 isn't coming out on N64. A whole new 
version is slated for the machine, 

4. Possibly. 

EASILY AMAZED! 

DesrCVG. 

Last month I read your Doom review for the 3D0, 
and was amazed you gave it just 60%. I under- 
stand and agree to a point with your complaints. 
But even so, 60% is very harsh and I'm giad I 
bought your magazine after I bought the game. In 
my opinion you have made the mistake of com- 
paring 3D0 Doom to PlayStation Doom, and 
although not as good it's still a good game. If the 
3D0 version was the only version you had played 
(as in my case, and probably most 3D0 owners) 
then you would not be abie to compare and would 
give it a higher grade. Maybe S5%? 
Why are 3D0 versions not as good as PC or PS 
versions, as in Doom and Alone in the Dark 2? Is 
it the machine or the programmers? Finally, couid 
you piease name five good 3D0 titles? i aiready 
own Need For Speed, Slam 'n' Jam. Doom, and 
World Cup Go/f (which is crap), 
Neil Jackson, Pontefract 

ED; Okay, so I've played iots of versions of Doom, 
and 1 did compare the 3D0 version to the others 
slightly, but the fact stiil remains that it's 
atrocious - the game runs so slowly that It's pret- 
ty much impossible to pfay, and the dreadful 

graphics make it impossible to 
see what's happening. If you're 
happy with it, fine, but there's 
no doubt that it's a really slack 
version of what could easily have 
been the 3D0"s best game. If 
you want proof of this, try Space 
Hulk or Kiliing Time - both of which 
are far better than Doom. It's not your machine 
that's crap - it's the programmers. 

BETTER OUT THAN 




IN! 




Dear CVG, 
I am writing this let- 
ter because I feel that 
I must get this out if my 
system- As everybody else did, 
waited with baited breath 
to see what Sega and 
Sony^s machines were 
going to be like. ThE 
first time 1 actually 
saw them running 
was in the 



space of a couple of weeks 

of one another, on 

import, i saw VFand 

Daytof}a on the 

Saturn, and 

Tekken pius Ridge 

Racer on the Sony 

machine. My 

impressions were 

the same as most 

peoples - the Sony 

looked the most 

impressive. But 

as time went 

on coming up 

to official launch 

dates, I thought 
^ ^ ^ that Sega are 

without doubt 

the masters of 
arcade machines. And I thought 
that the Saturn is capable of 
more than what's on offer. So i 
opted for a Saturn, which for me 
has proved the right choice. My 
main point is this: For the last five 
months or so, people I know or 
shop staff are telling me that I 
should have bought a Sony, i think 
too many people look at the graphics 
and judge a game on that. There 
have been many games on the 
PlayStation that have ace graphics - 
Toshinden, Twisted Metal. Lone 
Soldier {wa^ that game actually 
playtested?). Most of the Saturn games 
that looked promising have turned out 
to be excellent - VF2. Sega Rally, 
Guardian Heroes, etc. In my opinion, 
whatever machine you own you're in for a 
treat.. Both have excellent games and look 
like having more. I think everybody 
should just select the machine that 
suits you and stop slagging the 
other machine off, I hope my 
points are valid, I know not every- 
one will agree with the games I have used as 
examples. Anyway, what's wrong with a bit of 
healthy competition! 
Mike. South Wales 

TOM: I'm glad you got that out of your system, 
Mike, But next time could you just flush the 
resulting fodder away without showing us. Ta. 



GET BACK IN YOUR BED, 



GRANDPA! 



Dear CVG, 

I consider myself an aging games player now, as 
going back far enough to own a crappy database 
console in my early teens, and progressing 
through VIC 20, Spectrum. C64, Amiga 600 & 
1200, Mega Drive & CD, Super NES. Game Gear, 
Lynx, Neo Geo, 3D0, and then ending with a 
Saturn - which I no longer have. So you could say 
that at some stage I have owned just about every 
decent game system that has ever been released 
(excluding PC and PlayStation). My reason for 
writing is this: Why are Sony allowing the rights 
for LV/peout and Destruction Derby to be used for 
the Saturn? Surely this is shooting themselves in 
the foot, as probably the two titles the 
PlayStation currently has which swayed me 
toward the machine will now be available on a 
machine (Saturn) which now has some great 
titles - Se^a Ra//y, Virtua Cop, Virtua Ftghter 2 - 
plus the best of Sony's releases. This seems a 
strange move as I am now looking at rebuying a 
Saturn whereas before I was going for 
PlayStation. 1 would also just like to say that I 
think these are exciting times for the computer 
games industry, with great new consoles arriving 
and being developed all the time. But I hope they 
can develop more titles with gameplay to match 



\ 



the 
superb 
visuals we 
are now getting, 
as I still find myself 
going back to Sensible 
Soccer rather than FtFAor 
Victory Goal on the Saturn. All 
the best to everyone at your office. 
Mr S Skitmore, Morwich 

TOM: Yep, you really are an aging gamesplayer, 
aren't you? I've never read such senile rantings 
in my life. Tell your nurse to stop giving you 
solids, they're obviously causing you distress, 

HE SOUNDS ALMOST 




TIMID 



Dear CVG, 

What I want to know is when will N64 be 

released over here?! 

Leon Garraway, Tooting 

TOM: Thanks for telling us what you want to 
know, Leon. 



A DECENT LETTER, IN 



COMPARISION! 



Dear CVG, 

I have a Japanese Saturn and was wondering why 
in some games there is part of the left-side of 
the screen missing. Is there any way of prevent- 
ing this, apart from buying a UK model? Lastly, 
what kind of conversion could the Saturn make of 
Fighting Vipers and Manx TT. if VF2 only uses 
66% of the Saturn's capabilities? 
Jaimie Conneely, Northants 

TOM: The problem you're having with your screen 
Is quite common. It's just the way your TV reads 
the Japanese Saturn's signal. Some TVs are bet- 
ter than others at lining up the screen. There's 
not much you can do, short of buying a monitor 
that allows you to line-up the display yourself. 
Fighting Vipers may well be an impressive conver- 
sion, Manx TT is yet to be confirmed for Saturn. 



NEXT MONTH... 

Some good letters for a change, or well 
change this to a gardening section, no 
doubt called In The Growbag. 
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■MARIQROMP 



Players control Mario at all times, no matter how 
many friends he has travelling with him. Touring 
the Mushroom Kingdom - its towns, villages, and 
the outlands - involves Mario practising his trade- 
mark platform skills. In minor situations, familiar 
enemies peso exactly the same problems as in 
any other Mario game - only in 3D! 
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Whenever Mario engages in serious combat, the 
gameplay switches to a fixed battlefield scenario. 
Mario, and whoever he 
has with him, stand with 
their t»cks to ttie audi- 
ence while the enemy 
squares off on the oppo- 
site side. Exchanges 
l»etween the two are 
taken in turns - unless 
our heroes get lucky! 
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- JAPANESE VERSION 
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No need to hype this game at all. It is 
the Super Mario RPG^ developed by 
Squaresoft for Nintendo. Yes, your SNES 
is still the coolest. ©©©©©©© 

ince CVG isn't about promoting one machine, we can happily 
talk about everybody's games on whichever format they 
appear. Better than that, when a system regarded as being 
past its sell-by date supports a game superior to more advanced 
competition, we can say so- So here's how it is: Super Mario RPG 
is the single most impressive piece of software we have for you 
this month. While it may not possess the majesty of Panzer 
Dragoon Zwei, still nothing rivals the wholesome brilliance of this 
game. Here's what we know, from playing the Japanese version. 




A WHOLG New MARIO WORLD! 



This combination of Super Mario World and a Square RPG is likely to surprise fane of 
both types of game. While the questing adheres to typlcar RPG routines in general, 
the hero party's antics within that structure are very different to what you might 
expect. On the other hand, players expecting Mario to have the same kind of freedom 
Link et^oys in the Zelda series, with Super Powers as his aid, shouldn't feel so cocky 
either. Before going into depth, here's basically how it goes: 
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LONG DISTANCE TRAV 



Covering ground when trading items with far off places 
is achieved by means of a classic Supor Mario IV style 
World Map. The whole collection of islands can be 
viewed from afar to get an idea of scale (it's big!), or 
focused on individually. In doing so the many locations 
available are seen highlighted by spots. 
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In Secret of Mana players seek the Mana seeds. 
In Super Afan'o Wortd it is Yoshi's eggs that are 
the prize- The goal in Supor Mario RPG Is to 
recover seven magical stars which have been 
taken hostage by an evil force. One so great 
that even spoM-sport Bowser is forced to team 
up with Mario against Itl 



■PGACHY PROLOGUE 



COUNTDOWN TO DOOM! 
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Bet you didn't know thai the darling 
Princess Toadstool is named Princess 
Peach in Japan? Which one would you 
rather smooch?! Anyhow, the story 
begins with Toadstool - fair tady of the 
Mushroom Kingdom - sitting pretty on a 
bed of flowers. SUDDENLY ^e sky 
grows gloomy, and amid flashes of 
lightning the dreaded King Bowser 
('Koopa' to our Eastern friends) 
snatches the girl away! 



1. Marl* l««|M Into action and 
givoa chasa, finding Mmsatf at 
tha gataa of lowaar'a caatJa 
onca moral 

2. K'a Bowtar'ft antranca hall. Ilka you'va 
navar aaan It bafora. Playara gat ta gripa with Maria's taalc aUIWaa. 

3. Oaa af tha vary fbat hattlaa wMch Maria facaa aloaa. Loam how ta 
managa tha almpia contrela - magic or atandaN attack. 

4. A first placa af dranu aa tha woodon hridgo co *la|isaa bahlnd our 
haral Harry an to raacua Princass Toadstaoll 

a. KakI H*a tha Princass, and Bowsar'a got har tiad upl Worao than that 
sha'a auspandad from tha raofll 

t. Follow Toadatool^s advica and targat tha law Wow damp - nat 
lawsar. Wa aoon discovar why... 

7. Ahal Tha chandallar supporting lowaar pAuaimats to tha floor. Thia la 
on% hack of a short gama * what a akankl 

g. What'a thls7 towsar not finlshad yat? Wall ha won't ho laugMng far 
muah langar. Hava a Supar Jump to tho haadl^Savad at last - but wa 
suapaei this Isn't tha aad af tha gama aftar that last suipriaa. Stranga 
rumbling fram outalda... 

i. A glMt sword falla fram tha sky and pins HsaH In Bowsar's caatla. 
Ivarybady la bootod out What tho hack's going onlll 
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THe REAL SUPER 
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Before going any further with this feature, we'd like to present you with some 
tantalising moments from the game. How could we resist when the quality of 
drama and sense of comedy is so perfect - a bnilianl combination of Shigeru 
Miyamoto's mischief and Square's own speciai brand of dynamism. 





Down at Malady ftay, Maria 
happana across tha court compaa- 
ar who says hoHl glvo our haro 
soaiathlng apodal If ha can maka 
a suHabla tuna- Thing la, Mario la 
raqulrad to usa tadpalas aa notaal 



tt*s tha Hammar Iros, and 
ttiay'va gat Toad aa thak prisaner. 
This confrontation takas placa aariy 
on, ao thab stranglh Is pratty ocary: 
Onca thay'ra dafaatad Mario gaU tho 
hanunarto kaap. 



Ihaantlra saipianca whlsh 
surrounds tha arrival of 
CIdno onto tha scana la 
supavb. First af all wa aaa 
him as a toy, with mbdaturo 
■awsar, Mario, and T 
flgur 



After dafaating tha sacond 
baaa, Maria and Mallaw dlacovor 
that ha la tha only thing stop- 
ping tons of watar from flooding 
tha savarn. Try as thay might to 
atomp on tha switch controlling 
tho flood gatOp lt*s Juat too latal 



AsHmia 

^ ha salzaa tha opportwdty to 
#ab soma geld, ly awhMuIng bs 
can gain a smaH dstanoa back 
up tha ^k, but ha Is avanlually 
swapt awsy to thIa halrralshig 
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Bowsar rallias his traapa 
Mario antars tha tawn af 
Docharty. Each sauadran raparta 
to thair laadar bafora terming 
rank, than marching aff ta battla. 
Bowsar's daft 
JuslbriNtoit 




Latar, whan CMna oanMs to 
Ufa, ha challangaa boss Yuadnpa to a 
fight * alana. Thara's auMh chattar, 
and poaturing until tha crudai 
momant whara Yumlopa has an anow 
abnad atrtght for CMno'a hand... 
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"So that's what it looks likel" Fans of the Super Mario universe, and all ft contains are sure to go men- 
tal as the Mushroom Kindgom is revealed in CG rendered glory- Discovering how traditional Mario 
mechanics work within the new prespective Is an even greater joy. Though it's tough putting the com- 
bined amazement factors across in words and static pictures (the animation is classic too) here goes: 





Look at the ma^tficent detail Square's artists have worked Into the 
new Mario Woridl Players get to see all the famous locatkms in a 
way we could never have been thought possible a couple of years 
ago. Entering Mushroom City for the first time Is a genuine thrill for 
true fans: Chatting to the locals; meeting with the King In his throne 
room; staying In hotels. Cooll And that's Just the beginning... 







Mario Is usually happier running 
about the place, unless the area 
Is riddled with danger underfoot. 
Speed is gained in the same way 
as Super Mario World - by press- 
tng the Y button. Certain ledges 
require a run up before jumping 
to reach. An entire episode near 
the start of the game involves 
Mario giving chase, plus being 
fast on hJs feet while Invincible 
earns bonus points. 




Jump. That's the first abilfty Mario makes use of to get himself off 
the hook - his clothes hookl After switching off the light in his house 
and stealing 35 winks, he Jumps out of bed and back Into action. To 
save his progress Mario hops onto a Save Block. The tocals In 
Mushroom City refuse to believe that lie Is ttie great Mario unless he 
Jumps to prove It. Jumping solves most of Mario's protilems. 





ClieckJng for clues is done by 
pressing the 'Command' button 
(A); whether H's conversation 
with pecqile, or examining imiKH^ 
tant objects. This Is a key addi- 
tion to marlo's usual reportolre, 
allowing him to obtain useful 
Items and learn helpful informs 
tlon. The Command Button Is 
every bit as valuable to Marfo as 
his aUllty to Jump In this RPQ. 
This Is something completely new: 
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SQUARING UP FOR BATTLG 
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For a new RPG to gain respect it requires a worthy baUle system 
The one Square have developed for Super Mario RPG is quite 

simple, compared to their Final Fantasy series. At least, it 
doesn't depend on the same strategic values. It does, how- 
ever, involve techniques that have never been used before. 
Ones that encourage players to take greater control over 
the outcome of every single confrontation. 



FEEL NO PAIN! 



Timing also helps when defending itfaltist 
blows, again using tho attack button. Just as the 
enemy Is about to land Its offensive, tap the button 
and chances are they'll do no damage or even miss 
completelyT This possibility certainly encourages play- 
ers to pay attention to the enemy's moves. Halvltig a 
Mllef assault often makes all the difference. 





CASH BONUS! 



In addition to experience points, victory usually 
rewards the heroes with coins. The bigger enemies 
especially drop plenty of cash when destroyed. 
Coins are then used to buy assistance In whichever 
form during the exploration or 'Field' sections. 
Occasionally fighters receive a small powernip free- 
Ms at the end of a fight too. Strength restoring 
mushrooms are the most common- 




No RPQ would be complete without awesome spell 
casting, and the magic In 5MRPQ Is truly spectacu- 
lar. It's weird too. While 
the blazing fire which 
fills the screen wouldn't 
look out of place In any 
other adventure, Mario 
being turned Into a 
scarecrow perhaps 
would. Mallow's 
Ughtning attack Is cool, 
while Mario's Super Jump 
Is Just plain crazylll 
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up on any given technique. As much as twice the 
damage of a normal attack Is caused by tapping the 
button Just as the move Is about to connect. For 
example: Mario uses a right hook to punch his foes 
In the eaHy stages. But time the second tap Just 
right, and Mario uppercuts with his left tool 



c 



After winning a battte, all tiie 
heroes Involved receive experience 
points. These are used to develop 
their abilities In the traditional RPQ 
manner. Once a character has 
gained enough experience they are 
advanced a Level - meaning they 
bectmie stronger and, In some 
cases, acquire new special powers- 
Mario doesn't receive his Fireball 
until Level Three, for exami 
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FLOWER POWER! 




SIMPLE CONTROL! 

Each coloured button Is assl^ed 
a different Job: A Is to attack, 
which may Involve the use of a 
tool. B Is to defend, or try to run 
away! Y summons a character's 
list of special attacks, and X 
delves Into the Inventory for a 
useful Item - most often a health 
tonic of some sort. 



For increased tension, Square Includ the Bonus Fkwer - 
an Icon wMch appears at random once an enemy Is 
defeated. BFs empower the lucky hero wrtth one of five 
helpful power ups: 'HP Max!* restores health. 'Once 
Agalnr 0-»its mother strike. 'Attack Upl' strengthens 

offense, wlille 
'Defense Upl* does 
the same for pro- 
tection. Best of all 
Is 'LuckyI', where 
players get to do(^ 
Me or qutts their 
experience points 
or coin count In a 
Spot the Dinosaur 
Egg bonus round. 
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M0N5TGR Piece THGATR6 



Here's who Mario is up against in his RPG. Some are very famHlar, but are still full of surpri 
es. Odd to see Donkey Kong back in chams again! 
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ItolbM - Vm UttI* Ml«r» In th* 
masks - ring Uialr own bsllsl 
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Maltow UkM « swing at ths Pukv- 
Puku flsb In thla WssisJ dungMa. 



is soMatlnias hard to bH 
ha's notMng aiara than a wisp 



This Isn't raally Donkey Kong - wo Socking It to tha Hammor Bros, 
IfodI HIa nama Is Donkoy YungI Bupmr Mario RPO styla. 




Baton and Ms |mI BakMo tataUy 
hypnatlso poor MaHawl 



Uh-ohl Maria Is about to bo tamod Tho hammor works far battar 
bito a scarocrow by thaso plantsi sgslnot this dino thiof. 



This groan-colourod monstor Is 
caJlad Richard- Ha Isl 




Bfg trouMo numbor ooo Is this 
Pogo-BIIck Sword charactar, 
whoso army hao soizod Mashroom 
Castla. Ha bouneos on pooplas' 
hoads, than disaniaarB to lot Ms 
minions taka all tha haat. 



Q 









Banoath tha ground thoro lurks 
this strango statwo who guards 
tho city's flood gatas. H oats poo- 
plo wholo thon Uurts thorn out 
again. Mario also dlscovars how It 
fools to bo a scaracrowl 



Q 





Komlnpa - a giant Bow on logo 
who firoa Mo troofM off Uko 
arrowo. Moot sutirialng af all 
though lo Mo aMMy to dIsaWo 
cortain commands by laying tha Y, 
X, and A Icons bo f oro Mm. 
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Believe It or 
not, Bowser 
Joins forces 
with Mario to 
save his 
Kindgomr We 
haven't met up 
with him yet, 
but we know 
that he has 
some extreme- 
ly powerfui 
magic attacks: 

Giant Mecha*Koopa and a huge ghost are 
among them. Plus he uses Bow Wow - that 
mouth on a chain - as a weapon. 
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First time Mario 
bumps into 
Maiiow the 
fluffy feller has 
had his money 
stoien by a 
smali dragon. 
It's up to Mario 
to heip bring 
the thief to Jus- 
tice. Once on 
the team, 
Maiiow puts his 

stormy powers to good use. Later on he 
learns how to read an enemy's mind to find 
out how strong they are. 
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A no-good dinosaur niched 
off with IHallow*s cash! 



So Mario agrees to help out, But the cheeky begger is 
chasing it to the woods. too fast on its feetl 



o 



a 





A magical char- 
acter who 
starts life as a 
smali toy, then 
is transformed 
one night into a 
roai person 
while Mario 
sieeps. Chino Is 
brave, and is aii 
but ready to 
tackie KomJnpa 
alone until 

Mario arrives to assist. Tho wooden*head 
usues his arms as missiles, and shoots a 
powerful beam of magic from his wand. 
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Hems which improve a char- 
acter's chances of survival 
are either obtained from 
shops, or handed over as 
rewards. Shopping Is an 
integrai part of any RPG, as 
Is ensuring that your part is 
properly equipped. Bought 
items include speciai gar- 
ments that dispel some 
magic, or increase attack 
power. While rewards are 
slightly more spectacular - 
such as Mario's Turtio Shell 
which is used to kick at tho 
enemy, or Rower Capsules 
that boost magic power. 






That's the best advice we can offer 

here. Of the great games due later 

this year, SMRPG on SNES is a 

definite 'must have'. If you're a 

games player and stili don't 

own a 16-bit Nintendo, it's 

time to SORT iT OUT! In 

Japan there's a Money 

Off token printed on 

the packaging, so 

players can save 

about £30 en a 

Super NES. Maybe 

the same will 

happen here? 

More en this 

game with tho 

most next month. 
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9 3D Sonic fighting 
action, folks. On Model 2 
and by AM2. ChNlingI 



Make no mistake, he's back! 
And not just in another 
Megadrive platformer. Although 
maybe that as well. First though, 
he's heading down the arcades in 
a fighting mood. 

onic the Hedgehog. Hero to millions, once 
upon a time. This is the sprite that sold video 
games to the masses, and turned a nerdy 
hobby into a multi-million pound worldwide craze. He 
was fast, he was cool, he was blue. Everyone loved 
him! The sound of rings being collected was 
instantly recognisable to anyone under the age of 
twenty. This hedgehog almost achieved immortality 
within public consciousness. But then something 
went wrong. 

New wonders. Incredible 3D graphics, arcade perfect conversions, the 
next generation of video gaming in your home. Sprites just weren't cool 
anymore. Sonic vanished and nobody missed him. In fact, people actual- 
ly confessed to disliking him. And so we played our Ridge Racers and 
our Virtua Fighters and we loved 'em better than ever. Or so we thought. 
How quickly we'd forgotten the vital ingredient. Why don't the latest 
game machines have the same universal appeal as X\^e simple 16-blt 
consoles? Because they lack character(s)I None has a champion with 
the charisma of Sonic the Hedgehog. And now he's back to remind us 
of what we've been missing. Make no mistake, this year Sonic is going 
to turn video games on their head just like he first did five years ago. 
Not just with one game. Not with two. But with THREE Sonic titles! 
Games are about to live again. And people are going to go mad for it! 






O Not in-game shots. These 3D 
rendered models are what the 
game is based around. Gives you 
a good idea of it air though, eh? 






Of all the people to revive Seniors career, who'd have 
thought it'd be AM2? Those purveyors of all things 
Virtua. But when you think about, serious as their 
games might initially seem, they all have a streak of 
madness to them. And It was from that madness that 
Sonic Fighters was born! As we reported in our 
exclusive February news piece, the game is a result of 
the tinkering of an AIV12 programmer, who put Sonic 
into the Fighting Wpers code. Sega's R&D supremo, 
Yu Suzuki, saw the results and loved it. So he took the 
idea to Sonic's creator, Naka, for approval. With 
Sonic's Dads enthusiastic consent, development of 
the game went ahead! 



9 The Sonic 
Fighting 
game as we 
first called 
it. And as we 
first saw it. 
Cooi as it 
looked then, 
the game 
iooks far 
better now! 




Q The news of this game 
was a genuine Vast minute 
scoop that drove us to put 
stickers on the cover of 
issue 171. We thought it 
was THAT hot a storyl 




& At this time, the game still 
used the Rghting Vipers code. 
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As you'd expect from a game sprung from Fighting 
Vipers. Sonic Fighters uses the customary three-button 
VF control system - one for block, one for punch and 
one for kick- However the block is said to be different 
from that of AM2's previous beat "em ups, being 
described more as a barrier". We don't know exactly 
what this means, speculating that it could fiash up a 
shieid similar to the doubie-Jump shieid of Sonic 3, It 
is, however, promised to uniquely alter the gameplay. 



& In translating the 
haracters from 
their familiar 2D 
sprite forms Into 3D 
polygon Fighters, It 
was essential to 
keep. Strong facial 
features and cool 
poses make these 
3D fighters more 
lively than any 
Tekken or VF 
characters. 
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over the feasibility of a Sonic 
beat 'em up is - why are Sonic 
and his chums fighting each 
other? Well, here's the plot to the 
game. That vile scientist, Doctor 
Robotnik, is on another world 
domination bender, so once again 
he's constructing the dreaded 
Death Egg outside the orbit of 
Moebius. The problem is, only 
one woodland creature can fit in 
the spaceship Tails has built. So 
Sonic and seven animals battle It 
out to decide who gets in the 
capsule. Makes sense. 
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When It was revealed that 
Sonic was going to star in his 
own fighting game, specula- 
tion began over who the 
other characters would be. 
AM2 wanted a line-up that 
would provide variety. A 
S|>eedy character, a strong 
one etc, but with an overali 
balance of skills. Whether 
they've managed this, 
remains to be seen. 
Nonetheless, this is the final 
fighting selection.., unless 
there's a secret fighter tool 



SONIC 



Of course. And his super- 
spin plays a muftifarious 
part in his attack 
repetoire. 



Sonic's trusty chum, com- 
plete with helicopter tall 
flying powers. Useful for 
breaking out of a throw. 



KNUCKLES 



The only fighter that 
matches Sonic in speed 
and strength. Has a spin 
attack and knuckle punch. 



AMY 



It's Sonic's bird, innit? As 
you'd expect from a I 

female fighter, she uses | 
a great big lump hammer. 





Originally, Sonic's creator was 
concerned as to how the characters 
woud be able to fight with such big 
heads and small arms. The answer is... 
crazily! Thanks to the totally unrealistic 
scenario, all-manner of over-the-top 
moves have been included in the game. 
Whilst it might have a control system 
similar to VF, expect a game 
considerably more insane! 



O Familiar backdrops 
from the Mega Drive 
games make up some 
of the backdrops. 
Look, it's the 
Carnival Night 
Zone from 
Sonic 31 



\o\, 



«' 



\* 





I 



^^cT^nrn 



Lr+r«^ 



O irs a bit unfair that Knuckles is fighting Tails. 
After all, he did build the space rocket. 
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O What the fighters' second 
player colours will he is a mys- 
tery. AM2 had to consult Sonic 
Team to make sure they didn't 
destroy the characters' images, 
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METAL SONIC DRROBOTNIK 



PLUS 2 MORE 



AM2 wwf •^•clflcally 
r*«|Hast«d Wy th« Sonl« Team 
to crmmtm tw« «n-ii*w charac- 
imwm for tlio tfamo. Entor Man 
and Wug. What ttwao figlrtora 
look llko tm4 what thoy do 
haa yot to ba rovoalod to usl 



t ThU nasty ploco of wortc 
turnt up in tho Doath Egg 
fortroaa. Hia attacks coi^ 
sist mainly of laaartlra. 



Waiting at tha and, who 
olao? What his attacks ara 
isn't yot known. Expoct 
soma machinory though! 



Known as Fang in Japan, 
this waaaoi foaturad aa a 
troaauro-huntor in Oama 
Qoar 5on/c: Trfplo TriHilHm. 



■Izarrary, a cltaractar fr 
tho cruddy SIX Chaotix 
gamo. A ch a w si son wtth 
tonguo attaek. Right. 
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Whilst the characters may have the same super- 
deformed look as those in the ST-V (Saturn-based 
coin-op) Virtua Fighter Kids, this game uses far more 
powerful hardware - namely Model 2B- This makes 
for a more versatile look, with the fighters actually 
morphing throughout the game. For instance, when a 
character is hit in the face, it stretches like putty. 
And when Amy hits someone with her hammer, they 
splat! Sonic also foids up to perform his spin, 
impressive stuff. 
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O Chock it ontl Each character s 
onorgy bar Is a tubo packod with 
gold ringa. And ovorytima thoy 
got Mt, thoy roleaoo a ioad of 
thaao rtnga, Juat iiko in tha Sonic 
MogaDrivo gamos. triiilant ah? 
Unfortunatoly though, you can't 
eotioct tha rings hack. A shamo, 
hat than H you coald, tho gamo 
would go on forovor. 
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Returning to their arcade 
roots, Konami have chosen 
to update the game which 
wrecked a thousand arcade 
cabinets - Track and Field! 

Unveiled In 19S4, the Track and Field 
machines were unique In their con- 
trol system. In order to make your 
on-screen athlete run and Jump at any 
speedp two buttons were repeatedly ham- 
mered - the faster they were pressed, 
the better the turn of speed! The game 
was duly cloned by the likes of Activision 
and Ocean, and was responsible for 
constant joystick breakdowns, and now it 
has reappeared for the PlayStation In an 
all-new, glossy version! 



Ip Track and Field \s 
currently 60% complete, with four 
events completed and running. 
An update will follow. 
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TRACK AND FIELD 
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O A bit of shot-putt here. O A da»h of running there. Q And some swimming too. 



8l6 at heart 



Replacing the tiny cartoon sprites of the original, Konamrs Japanese R*n'D team have 
iMtlotiMptured a series of athletes, and the new game allows the user to participate 
Ih lOOmTiavelln, Hammer Throwing^ and Swimming events - amongst others. The final 
game will feature eleven as yet undetermined events (with a secret event also j 

hidden away), and the button-bashing technique has been refined to save PlayStation 
pads from the knackered fate that befell numerous QuIckShot lis (Infamous Joysticks), 
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Vith World Cup Golf md 
PGA Tour '96 hardly wow- 
ing PlayStation owners 
Konami are trying their 
hand at the golf jgenre 
wth Konami Links, 

With the emphasis en arcade 
playabtlity, Links offers as many 
- U not more - shot options than 
its rivals, and boasts a full set of clubs 
and should feature four, elghteen-hole 
courses in the final code. Everything in 
Links has been geared towards picking it 
up and getting straight into play. Control 
is effected via a series of icons and 
button presses, with a power bar deter- 
mining the strength of the shot, while a 
cross hair allows the addition of slicing 
or extra lift to shots. 

fMpSY GOLF WORLD 

A«umber of fictitious Pros act as the rivalry 
element in the game, and each proves a master 
art^breait^lng the assorted bunkers, water 
hazards, and rough areas the courses contain - 
with league and cup tournaments available for 
those wIh> fancy themselves as the new 
Greg Norman. 




KONAMI LINKS 
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roughly 75% complete, 

5 currently being 

coded to run on PAL 

systems for a July 

release. 



O Norman Wisdom was motion-captured for the game. 



Get a home computer, 
access to the Internet, an address book, 

a phone, a fax, a modem 
and an answering machine, all for the 

price of a home computer. 
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£1799 



Want a PC for tht' home 
with everything? 
Aptiva is your complete 
communications centre 
thanks to the very latest 
IBM Mwave technology. 
Touch new worlds. 




Solutions for a small planet 



■RRP lor Aptiv. models wl.h Mwave feature star! at E1799 rising to E2799 incL VAT. Retailer prices may vary, see your fetallar lor details. For r.ore information call 03^5 72 72 12. IBM Home Paoe: httpi/www.pcJbmxom 
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O Ah, Hm «m«ll of Actua vrtth a hint «f Euro baltol 

Grmnlln are trying to r«pllc«t« as 
much of tha good stuff In Aetna 
posslbia, as tha ganta's masslva 
chart success testifies to the quality of 
the original. The last few weeks have 
seen some Intense work, with program- 
mers from other prefects drafted In to 
help meet the deadline dictated by the 
start of the tournament Kself. The wortc 
Itself has been two-fold: on pitch action, 
and the presentational aspects of the 
Euro '$0 competHlon. The basis of tha 
gameplay Is all Actum - with a few 
tweaks. Noticeably, the Artificial 
Intelligence of the keepers Is Improved, 
with tha help of tips from Inland goalie 
Chris Woods. New tricks and an Improved 
range of animations (all motlon<aptured) 
have also been added due to the extra 
time in development. 



EURO '96 SOm 

Following on from last month's GremKn 
feature, CVG has updated info on the 
additions made to Gremlin's Actua Soccer to 
turn it into Euro '96 Soccer^ for release on 
Saturn and PC. 



ADIUM ROCK 




Gremlin have made an impressive attempt to 

^ate an authentic tournament setting by 
endering the six stadiums being used for the 
no '96 competition. To accurately represent 
.e interiors of each ground, a former architect 
pent months photographing the buildings and 

pilches, taking measurements and rendehng 
omputer models. The reward for this attention 
Pdetail is a genuine sense of 'being there' 
I'hen playing on the haHowed turf of Wembley, 
infield and St. James Park. 



PERFECT V.2 

In the quest for the perfect com- 
mentary. Gremlin's sound engineer 
has substantiaflv augmented the 
range of commentary from star 
turn. Barry Davies. The way the 
game sources commentary is pret- 
ty ingenious. At moments of "dead 
bali" the CPU scans the disc, grab- 
bing commentary samples from 40 
groups, each relating to a situation 
- passing, shooting, ball out of 
play etc. With new sets loaded fre- 
quently, there's less chance of 
repetitive comments. However, it 
was decided to ask Barry back to 
double the amount of comments 
for each group for Euro "96. 




viii-Jjib 



UESTION 
F SPORT 




ng the essence of competition into the game has been more 
^an a matter of using the team and player names. We've watched 
~ ' programmers stuffing the game with facts and trivia that should 
ve useful on any pub machine. Call up any national team to see 
its historical record, plus overviews of all the participating players 
nd locations used for the tournaments. 



A GAME OF TWO MACHINES! 



Saturn and PC soccer fanSn prepare to give yourselves 
a big pat on the back, as Euro '96 looks set to better 
the mighty Actual How It compares to Psygnosls" Power 
Soccer could concern those in the PC stands however. 
The final whistle is blown next month. 
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Q It's the Williams Museum ship heading for Earth! 

Of all the titles in video game 
history to be honoured with the 
word 'classic', Defender is proba- 
bly one of the more deserving. Way back 
in 1983, Williams blew away the cobwebs 
gathering around the countless Space 
Invaders and Galaxian clones littering the 
nation's arcades with a game that 
dropped the player on to a planet under 
attacit - where mutated aliens were kid- 
napping humans to add them to their 
forces. Yes^ Defender was a true classic, 
and its mixture of fast shooting action, 
weird aliens, and hyperspace button won 
it instant acclaim. 




ARCADE 

Hot on Namco's heels, GT 
use their Williams 
connections to take us 
back to the halcyon da/s 
of four-colour sprites! 





Now, some thirtoen years after its initial release, 
GT have unleashed an arcade perfect conversion of 
Defender for the PlayStation — and the Eugene 
Jarvis classic is Joined by its sequel, and perfect 
copies of Joustr Robetron, Bubbles^ and Sinistar. 
Most of the sextet will be familiar to aging arcade- 
goers, but for the whippersnappors amongst you 
the likes of Joust (where the player rides an 
Ostrich around a single-screen play area attempting 
to bump off similariy-mounted CPU players) and 
Sinistar {bomb-collection followed by a chase from 
one of the first ever end-oMevel bosses) were to 
shape the path of today's games. 



UJbK, MA, I'M ON TELLY". 

AmadB Classics has been suitably updated to 
warrant its PlayStation release. A rendered Intro 
sees the^player drawn towards a space station bear^ 
ing the Williams iogo. Once inside, the D-pad is 
used to select which of the six games to play, and 
on selection the game is revealed In its entirety -^ 
oven down to the intro screens and clumsy logos. 
Alternatively, players may wallow In a bit of FMV 
nostal^a^ as the aging programmers of the Included 
classics detail how their games came into being. 




Q Yehr I read Computer Cabin. 




CONTINUE 




Q The options screen. It*s like a O Well, it^s some fancy graphics O But that loveable oid clown, 
tlme-|M>rtal to another dimension, tagged onto a load of old games. Dave Kelsall, loves 'em. 




Robotron! ^ 



Sinister! ^ 



Bubble^ 




Perhaps a cooler choice than 
the two Namco compilationSr 
Williams Arcade Classics Is still 
let down by a couple of inclu- 
sions. While Defender, Sinistar 
and Rebotron are as piayable 
as ever, and Joust rates as one 
of the most playable games 
ever * Defender II and Bubbles 
are iooking tired and repetitive 
by comparison. Defender II is 
particularly weak as It adds 
little to the first game and Is 
thus rendundant. StiN, we're 
greatly looking forward to this 
one. Hopefully the finished 
bundle should be with us In 
time for review next month. 
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2^ TEl:QLn 3QB22fi& 
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We stiii cannot believe the 
quaKty of this game! Now 
scheduled for a July release 
date, Resident Evil \% now 
1007o complete which 
allows us to explain some 
of the finer details. 
Everything is awesome. 





ecently released in Japan, where it is known as Bio 
Hazard^ Resident Evil has already proved its worth: Full 
marks from the weekly magazine Famicom Tsushin, and 
massive coverage across the board. The last version we had 
was incomplete^ though it highlighted the undisputable quality 
of graphics, and superb sounds. With the finished version in 
our grasp we have finally experienced the intense gameplay. 
And we've been screaming ever ••••••••••••••• 

since! Sadly there's still no news of 
a Saturn conversion, but everybody 
ought to take time looking over 
th 



BOX OF TRICKS 



J 




While the intellectual content has obviously increased, this hasn't 
stopped Capcom from heating up the action. Zombies now patrol 
in gangs: Get bitten by one, and it's likely his mates are queuing 
up for lunch too! They don't give in so easily either. After being 
floored by five bullets, most get right back up again after a few 
seconds. Seems the only way to make sure they don't come back 
is to remove their headsf The undead Dobermans perform new 
tricks too, shaking their victims about by the neck like rag dolls. 








All-new zombie antics include 
spewing green slime all over 
their prey. It's probably acidic 
bile or something worse. 



While you're being chewed by 
one ghoul, his mate who you 
just shot in the guts decides he 
hasn't had enough yet! 



Make a certain decision in the art 
gallery, and these ravens take 
flight and give chase. One shot> 
gun blast kills three at once. 




You cannot imagine how convincing the 
animation is on these rotted hounds. 
Especially when they are knocked for six. 



Only way to be sure is to make such a mess 
of those flonds that thoy absolutely cannot 
function. Gets messy thou^. 




L 



With so many key Items in use at 
one time throughout RE, it helps 
that there are storage boxes 
found in key locations. Characters 
may only carry so much at a time, 
so the skill is to decide which are 
the most lm|>ortant at any one 
time. As this isn't your average 
mansion, we don't ask why an 
item placed in a box at one part 
of the house magically appears in 
a room at the opposite end. 



-]A? 
CLIP 

: myi KNIFE 



sao o- a 




O Exchange any item for 
one in the box. 






>' 



Fln«l touehet al«o include many heart rending 'chtenurtlce' - 
^arMtteed to have players Jumping out of your skin wtth frightl 



/ 



/^\ 




\'\.iy\l.i\\i: 



A-. 




re Jill rune to Barry for help, and it pursued by a you know what. Ever 
tlie hero, Barry alms his automatic at the thing's skull. 



As Chris Redfield searches for clues, the wardrobe behind 
him opens and a... and a... and... and... Waaaaaarght Wh... 




Immediately apparent is the amount of thinking that 
Is required to progress. Most of the doors are locked 
to be^n with, urging players to explore the mansion 

In manageable sections 
as opposed to getting 
lost too soon. Think of 
Resident Evil as a vast 
puzzle waiting to be 
solved, as opposed to 
the clear-cut action game 
you might have supposed 
from reading last 
month's issue. 





You can ^file' 
the contents 
of discarded 
books for ref- 
erence later. 
The informa- 
tion Is helpful 
and often 
darkly humor- 
ous! 




If only this 
numeric key- 
pad weren't at 
the dead end 
of a passage, 
occupied by 
zombies- We 
didn't knew 
the cod el 





One of the 
first conun- 
drums allows 
players to 
record their 
progress. Hnd 
the ribbon and 
take it to the 
nearest type- 
writer. 




Tills magnifi- 
cent Tiger's 
Head statue 
requires some 
expensive eye- 
balls. Fdling 
the sockets 
persuades it 
to yield other 
treasures.^ 







An advanced 
kind of puzzle 
revolves 
around obtain- 
ing a crucial 
Mansion Key. 
Poison this 
man-eating 
plant and its 
yoursi 



@ 




One item held 
by a statue 
has changed 
since the fast 
version. It's 
new a map to 
i the whole of 
the first floor. 
But how to 
reach it7 






UK! Still 



Can >ou believe we still have until July to waft for ReMideitf 

■bouldn't complain too much If Capcom are taking as much c«re ovor the 60Kz convert 
^on as they did with Street ftghter 4/pha. Hopefully, by the time R£ is released, tlve speed 
Knd picture size will be the best possible for our systems. More ffes/dent £Wf tales soon. 
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• 3D0 AND N64 V(RSlONS 
PUNNED 

• WtWi VERSIUH IVAltABlE 

- STOftAGE 1 CD 

- REIUSEB IT AT WTEMUIVL 
lEL DU1 7a8 3?0l 



O It's raining blood - better use the Jade umbrella. 

The ultimate Mortal Kombat 
tournament is about to 
« begin. Grand Master CVG will 




MORTAL KOMBAT 



prepare you with this 
pre-^^ght warm-up. 

The game's still fresh in the arcades, so 
there are still leads ef things to be 
discovered in it. Saturn owners soon 
can save themselves from the hassle of 
carrying buckets of change to the arcade 
whenever they want to have a go. The best 
conversion of a Mortal Kombat game yet is 
imminent. Start the countdown... 




O Scorpion's curry breath Is a boring way to win. 




(WfATE COMBO 
BO^NTIAL 

As we've aald before, ttie 
combo system Is Improved yet 
again for unimate MH3. Not 
only have the easy combos 
been weakened, and the trickier 
ones strengthened, but extra 
hits are gained by tagging a 
Jumping punch onto the start of 
any basic combo. This example 
shows one of Reptile's 3-hit 
upper cut comt>os turned into a 
4-hit with the extra punch. 



There is much more 
to come in our 
awesome guide. | 
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Q Reptile's head has to get this 
big to fit his opponent's whole 
body in his mouth. YumI 

Q Kftana lops off her evil clone's 
head with one of her deadly fans. 




O Reptile can turn into Tom Cox 



O Animalities are the best way to win. 



}' 



IPTALLY KRAZY 

Some of the new Vs screen codes 
are useful and interesting, whfle 
others are just plain mad. One, for 
example, brings up the message 
"Throw Encourager" when it's 
entered, but rather than affecting 
the way that throws work, it just 
comes out with phrases like "Yes!" 
and "Exceller^t!" whenever you per- 
form a throwl Madl 





O At the bottom of the screen is 
the message "Silent Kombat". It 
^mply turns the sound off. 
Though It seems useless, lt*s 
great If you can't reach your TV. 



Q This is where the ccnles have 
to be entered. Three buttons on 
the first controller and three on 
the other are used to change the 
symbols. This code gives you,-. 



Q Throw EncouragerT Yep, J 

what's possibly the most use- J 
less code in the worfd just con* jj 
gratuiates you whenever you ^1 
throw someone, like here. 






i^OLD FAVOURITES 

REBORN ! 




O The 8.48 Thameslink to 
Farringdon. Late as usual. 
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Fan Throw 

The razor-edged fans can be thrown in the 
air or on the ground, and used to catch 
juggled opDonents. 



Fan lift 

A vacuum is created with the fans to hold 
people in the air. It's an excellent move for 
starting juggle combos. 



Flying Punch 

Kitana flies across the top of the screen 
with her arm outstretched to stop anyone 
In the air. 
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Blade Throw 

Jade can throw her blades in one of three 
directions, meaning that airborne fighters 
can be taken out from the ground. 




Invincible Rash 

As in MK2, Jade can make projectiles fly 
through her. Use just before running 
toward an opponent to avoid getting hit. 



Shadow Kick 

This extra-fast dashing Kick is excellent for 
an easy bonus hit on juggled enemies. 
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Harpoon 

Scorpion can harpoon opponents in the 
neck and drag them in cfose, ready to start 
a combo. 



Toloport Punch 

He can also teleport across the screen, to 
reappear with a punch. This is used to 
catch people in the atr twice. 



Air Throw 

The mid-air throw Is performed with the 
Block button, so Scorpion js vulnerable if 
he misses his opponent. 








Acid Spit 

Reptile pulls his mask down to spit acid in 
the face of his opponent. It's faster than 
before and can be used to juggle people. 



Slide 

The standard ninja slide is excelfent for 
catching falling opponents at the last 
second for an extra hit. 



Dashing Elbow 

Reptile runs behind his opponent and 
eJbows them in the back. The move isn't 
much use - it's just funny. 




1 
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SQORPIOH Wins 




Scorpion's animallty is most Q This is baHer. Scorpion's 

strange. An expioding egg lndoad< undead clones Icicit In tlia enomy. 



Q Babalitles aren't as impressive O Aleel Kitana's iHibblos contain 
now tliat ttiere are Anlmaiitles. poison. Oil alriglit, ttiey don't. 
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Sal nrebail Ground Roil 

The fireball from Mileena's Sal can be Mileena rails along ihe floor and trips up 

launched in the air as well as on the ground, opponents. This can catch jumping 
ut it takes a second to charge up . - e nemies if it's timed Just right 



Teieport Kick 

By dropping off the bottom of the screen, 
Mileena can reappear at the top and drop onto 
an opponent's head with her foot outstretched. 









HrsbaU 

Ermac's fireball is fast and big, and it can 
be used to keep people in the air If it's 
timed right 



Teieport Puncti 

Ermac disappears in a puff of flame and 
reappears on the other side of the screen, 
just like Scorpion does. 



Slam 

By raising his arm, opponents float into the air 

before slamming onto the floor. It's exceilent 
for starting juggle combos. 






Freexe 

Exactly the same as before: Sub Zero fires 
ice from his hands to freeze his opponent 
solid for a few seconds. 



Floor Froezo 

Mr Zee lays down a puddle of ice on the 
floor, and anyone walking on it slips 
around, leaving them vulnerable to attack. 



Slide 

Sub Zero's ninja slide is the same as 
Reptile's, and is one of a few moves which 
can get an extra hit after an uppercut. 




invTsTbflfty 

Becoming invisible is useless against the 
computer but is excellent for annoying your 
friends. All of his moves can be performed 
while invisible. 




NEXT 
MONTH 





We review the finished version 
of Saturn Ultimate Mortal 
Kombat 3, as well as featurrng 
the much-delayed 3D0 version 
(hopefully). As well as this, 
we'll be continuing the best 
guide to Ultimate MK3 you'll 
ever see. Anywhere 



O These spiltes are in the basement of Shao Kahn's tower. 






E 

ra 



01 



o 



\ 






T 








O The 3D ref drops the 3D puck for the 3D face-off. 

Virgin's new and incredible 

3D motion-captured hockey 
;ame could well become the 
lefinitive 32-bit hockey 

game. It's certainly looking 

very impressive! 

Though the actual NHL isn't particu- 
larly popular outside of the USA and 
Canada^ the licensed video game 
versions have always done well. EA domi- 
nate the area at the moment, but Virgin's 
new game looks set to change this. Their 
latest game boasts up-to-date statistics 
from all of the official NHL teams, as well 
as some of the most advanced artificial 
intelligence yet seen in a sports game. 




O Mass bundles like this are the 
best bit about hockey. 



O A snapshot's in order here 



TOTAL 3D! 



The most impressive thing about Powerplay 
Hockey Is how smoothly the game moves, and 
this is made even more impressive by the fact 
that everything Is totally 3D. This Includes all 
of the players, something that hasn't been 
done before, as well as the goals and things. 
The players also move in an amazingiy reaiistic 
way, and this is down to the motion capture. It 
all looks rather gorgeous. 





MULTIPLE 
MODES 



01! WATCH IT! 

The Instant replay feature is par- 
ticularly impressive in 
Powerplay Hockey, even at this 
early stage. It's possibie to 
zoom in and out of the game, as 
weli as fly anywhere inside the 
massive arena - something 
which was possible in Sega*s 
NHL All-Stars. Unlike Segals 
game, the players are 3D rather 
than sprites, meaning that the 
action leeks realistic from any 
angle. 



Just playing loads of 
unreiated hockey matches 
would be pointiess, right? 
Right. Powerplay Hockey 
gives piayers Ave 
different game modes, 
inciuding fuil seasons and 
piayoffs. As well as this^ 
It's possible to edit all of 
the team line-ups and adjust their 
tactics, making for a more In-depth 
game than some others avaiiable. 




Q It's incredible how smoothly the rink moves around. 



TIME OUT! 



Next month we'll hopefully be reviewing Powerplay 
Hockey, and finding out for sure if it really is as good as 
it looks. You know what? It may just be. 




O You can fly really high up... 



O You can spin the view... 



O You can watch any player 
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EXCLUSIVE ? 
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SALE NOW! 
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It's not an April fool! It's real, 
and it's absolutely incredible! 
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Last month's late - and slightly excited - news piece 
simply revealed that an earfy test version of Quake 
was available. This month we cover more of the 
features currently available^ and tell you just how good 
this game's going to be. Firstly, those who know nothing 
about it should be told that it's a bit like Doom, only 
greatly improved - run around a 3D level with guns, 
shooting people and solving puzzles. Oh. 
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MULTI-PLAYER MASSACRE! 

The deathmatch test maps are currently comfiatlbte wHh both 
serial cable and network cards, allowing up to eight players at a 
time! We've tested the game in both modes and It's fantastic. 
Eight player games can be played as an all-for-one free-for-all; or 
with any number of teams - four pairs, for example. One of the 
best ways to play is with two teams of four, as tactics become 
important as players have to look out for their team mates. 



O On either side of this walkway Q Jump Into it and you'll see that 
there's brown sludge. It's not just you can swim around. All of the 
a floor texture, however. graphics go wavy down hero. 






O The levels look totally solidi This stone effect Is very convincing. In 
fact, we reckon it's real stone! It's just incredible isn't Itl Real stenel 



WHAT'S IT GOING TO BE LIKE? 

There's no doubt about it. Quake Is going to be far more than 

another Doom game - It's already far more than Doom, The 

movement of the player is more realistic than 

any other 3D game, and everything about It - 

shows the years of work that's gene into Ft. The 

whole social thing of networking PCs and 

exchanging levels and other patches is starting 

up already, and there's no doubt that this is 

going to top charts the world over. Get ready. 




MONSTER MASH 

Tliough this is a deathmatch test version, there are sections of 
code which inciude enemies. Quake fans have aiready 
managed to create patch flies which repiace Items with 
monsters, among other things, and here are a few enemies to 
looit forward to. At the moment, the enemy intelligence isn't at 
aii finished, so characters have rather strange attack patterns. 
There are also patches which change characters into Boba Fett 
or the Terminator; or add sounds from Samurai Shodown, fer 
example, and this is a good indication of how It will be 
possible to customise the finished version of Quake, 



It doesn't look like a wizard, 
but it casts spells at you. 






® CnKey^ i:t*l?raaahl 



® The demon throws 
himself at yom 




O We don't know his 
name but he sure is fat! 




This room has got some amazing-lookingc O From the top looking down, you can get 
stairs which climb right up into the rafters, a real feeling of vertigo. 



WHAT AM I LOOKING FOR? 



Ths file you require is 

-QTESTl.ZIP"- Inspect 
"ftp.cdrom.com" and look for 
Idgames' to get the levels and 
some patches, for example. 



There are only small pieces of light shining 
through into this dark dungeon, but they 
make it look fantastlcl 
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^ Dead meat. And some of it is your mates. 
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f **lsometric free deeP' you 
L cry. 'That ain't real free 
^ - dee/' Yeh, well whadda 
^you know anyhow? 
This game's got 
poKguns, mate. 

sk anyone what the best ^ 

MegaDrive RPG is and without a moment's thought they'd 
^reply, "Shining Forcer. However, ask them what the best 
Megadrive RPG excluding Shining Force is, and after a moment's 
thought they'd reply, "Why that'd be Landstalker." Which is exactly 
the answer we're looking for, because it brings us neatly to Dark 
Saviour- the Saturn sequel to Landstalker. Which, incidentiy, is 
also the work of the creator of Shining Force, 
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Yi REAL 3D POLYGON BACKDROPS! 

Isometrics, my boy! Thai's the key to Dark Saviour. The forced 3D 
perspective that was the trademark of Landstalker is once again a 
main feature of this Saturn sequel. However, unlike with the 
Megadrive classic, this game doesn't use flat backdrops cleverly 
drawn to look like 3D. All the scenery in Dark Sav/our is made up of 
textured polygons to create a genuine 3D environment. 





Q All the foreground objects 
and people are sprites, so 
the game retains a cartoony 
RPG look. 



Q It might look very similar to 
Landstalker, but you have to 
see the scenery moving to 
a|>pfeciate the depth of the 3D. 



H SPIN THE VIEW TO HELP YOU! 

Why use polygons to create isometric scenery? Cos the Saturn can, 
that's why! But there's also another reason. One irritating symptom of 
the unusual perspective (and Landstalker suliered from it) is that it's 
so fiinkin' hard to work out where everything is. Thanks to its genuine 
3D scenery though, the view in Dark Saviour can be panned around to 
some degree, allowing you to get a better angle on the more tricky 
manoeuvres. You can even zoom right back to view the whole room 
you're ml 
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* Now there's a big 3D 
object for you, A whote ship! 
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The plot to Dark Saviour opens with the hero looking after a caged monster during an ocean croi*i*mg. However tho monster escapes and set& 
the ship on flre> forcing you to find a way off before ft sinks. This tit%i ship level is the only part of the game we've explored, howovcr it*s a 
good demonstration of Dark Saviour's 3D environments. Go up on deck and you c<in look right down the length of the ship! 




Yoli can't keep the key to that door in your pocket! 
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LEGEND OF 



'* Two dee overhead 

purspektif?" you 




say. 'That ain't 
^ free dee!" And 
you're right. 
It's classic 2D! 

sk anyone what the best MegaDrive RPG is, excluding Shining 
Force and Landstalker, and after some lengthy consideration 
they might say '' Shining Force 2" or ''Soleir\ Or maybe 
"Shining In The Darkness", but then they'd be mad. Then again they 
might say "Story Of Thor", which wouldn't be an altogether bad 
choice, because it was a mightily impressive action-based adventure 
game. And now the Saturn is getting the sequel to what is possibly 
the third best MegaDrive game. Or the fourth. 
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AN RPG WITH" FIGHTING FLAVOU 



MegaDrive Thof broke from the RPG mould somewhat by putting a lot more 
emphasise on the fighting. In fact, the combat had more than a httle of the 
Streets Of Rage flavour with its punching, kicking, somersault slashing 
action. The sequel promises more of the same hard-hitting gameplay, as you roam the 
land, beating up every human and creature in sight. And occasionally talking to them. 
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MUSIC FROM MAESTR 



Yuzo Koshiro- What ever happened to him? The 
man behind the awesome tunes to the Streets Of 
Rage series, MegaDrive Shinobis and Story Of 
Thor?VJe\\. he's back doing the sounds for Legend 
Of Thor. Part of the reason Story Of Thor had such 
a Streets Of Rage feel, was because Koshiro used 
many of the same sounds in both games. Legend 
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YDiO KOTHIR 




Of 7/7or promises aH-new sound effects 

together with some majestic CD tunes 

to accompany the action. Although from 

the early version of the game we've played, the 

music was perhaps too majestic. You feel you 

should be battling six-armed goddesses when 

you're just casually wandering through the village. 
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A QUEST FOR ELEMENTAL_POWER 



The plot to Legend Of Thor is still something of a mystery. But as with its 
Megadrive predecessor, the aim is once again to search for elemental spirits 
(water, fire and so on) who aid you throughout the quest. With the Saturn's power 
behind it, some of the graphical effects of these spirits could be potentially stunning, 
however at the moment the game's graphics seem remarkably ordinary. MegaDrivey even. 
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.' This is where you 
encounter the first of 
the elementals - Dit, the 
youer Spirit. She tells 
him of her powers, but 
as It's still in Japanese^ 
it's incomprehensible* 
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As with the first 
game, once near any 
water, you can call upon 
the Water Spirit. 



^ The Spirit follows you 
wherever you go, as long 
as you still have 
elemental energy left. 



"t Each spirit can unleash 
an elemental attack. It 
also has a secondary 
power. Dit can heal the 
sick, and one of your first 
tasks is to revive the 
Chiers daughter. 
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lect to see more in depth 
views of both these pote 
ly briiliant Sega RPGs, with 
I reviews to follow in the ~ 
- mjng monthfti 
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Aliens. Cool! Heck, if Bullfrog can 
make developing a theme park 
work as a game, what on earth - or 
wherever - have they conceived with ETs 
as inspiration? Weli it isn't pretty for the 
iosers, as the all-time classic Syndicate 
spawns a technologically terrifying 
sequel. We're talking killing tools derived 
from experimental alien science - 24 of 
them - bringing untold death and destruc- 
tion from London to the Moon! Mafioso 
style convention, pitching The 
Corporation, bikers, and Alien Cultists 
against each other - with your bad self in 
command of whichever group tickles your 
Mini Gun. Sound good so far? You don't 
know the half of it, buddy boy. 



Cunning. Malevolent. Sharp. Dangerous. 
Cruel. If these words describe you, 
Bullfrog's 'tactkal' otherworldly weapons 
orgy IS right up your dark ally. 




Q Advanced CG techniques have enabled developers Bullfrog to achieve stunning results. 





DROP DEAD BEAUTIFUL 



We're currently going wild about the 
awesome prospect that is Final Fantasy 
VII on PlayStation, because of its graphi- 
cal finesse and innovative game pi ay 
prospects. Well It seems Syndicate Wars 
is to boast similar knock-out visuals, and 
likewise mechanics, as everything is cre- 
ated in real time 3D. Meaning that play- 
ers can view scenes from any angle - 
rotating through 360^ Reasons to do so 
Include reflective panels, plus Blade 
Runner style vid-verts displayed on the 
sides of buildings. 




^ Ljght-sourcing helps to highlight the 
complex .irchrtecture, and create mood. 






CELL DECIMATION 



compirte 

to 4 ■ H- : 



Weapons tacticfi are a key element to Syndicate Wars, As the game is 
set in the distant future all weapons are dependent on energy, as 
opposed to plain ammo - Instead of reloading, you recharge *em at 
Energy Consoles. Syndicate vets should be happy to learn that there's 
a whole new range of weaponry available. Most exciting of all being 
the Alien Tech stuff encountered the deeper Into the missions you go. 
Like, how does a Soul Gun sound to you - stealing an opponent's 
energy then making it your own? Or the Quantum Devastator, which 
draws energy from neari>y buildings (their power supply) and focuses 
it all into one big death ray! 
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ACTION FACTIONS 

After the events that took place in 
Syndicate, The Corporation thrives while the 
worid it controls deteriorates. Aside from 
malfunctioning Control Chips in peoples' 
heads - the plebs, not The Corp - the organi- 
sation takes a blow when its Other world 
Research Group breaks away to worship alien 
forces, after being sent to investigate arti' 
facts found in Reykjavik. Calling themselves 
the Church of the New Epoch, the erstwhile 
ORG learns to adapt alien 'Codex' technology 
for use in weaponry. Soon after they begin to 
recruit new members in an attempt to over- 
throw the outdated syndicate-controlled, 
chlp-ln-head culture. Given this fractured 
state of affairs, Syndicate Wars gives players 
the choice to support either side, with a di^ 
ferent scenario and ultimatum for each party. 





d 




«*- ;■ 



^ "- 




DANGER: GENIUS AT WORK 

JusI two months to wait until Symlic^itv W^trs 
bronk out. A ^ood time to nicdit.ilc on the fact 
XUM Bullfrog ALWAYS detivor clo&s strategy 
^;imos, and litis one has all the drool stains of 
;iiiotlier sUiverimkicinf^ astonishment onsLiii^ht, 
More crucial detail next month. 
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Reasons to own buy a Neo 
Geo are getting fewer, as a 

xade-perfect rer 
cKtion of what 




many describe as 
the ultimate one-on- 
one beat *em up - King 
of Fighters '95- 
is coming to Saturn. 




RRST DUAL-ROM GAME FOR SEGA SATURN FROM SNK! 



KoF is the top-end SNK productr coded by their best program- 
mers and including characters from every one of their fight- 
ing games. This one includes combatants from the Art of 
Fighting games along with Fatal Fury characters and plenty of origi- 
nal characters too. A massive total of 24 fighters are included in 
the game, along with two playable bosses - the boss code from the 
Neo Geo version works perfectly in this new Saturn game - making 
for a fighting game with arguably the most depth yet seen. 
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When SNK set out to convert King of Fighters, they wanted to do so with 
all the graphics from the arcade version included. Unfortunately, with more 
fighters and backdrops than Capcom's SF Alpha they realised that they 
couldn't fit the whole game into the Saturn's 2.5 megabyte memory. To 
remedy this SNK Include a piug-ln cartridge which holds air of the game's 
backdrops and some of its sounds. This two megabyte ""Dual-ROM System" 
upa the price considerably, but the feeling is SNK fans are w4lirng to pay 
extra for a superior quality conversion. However costly, the Saturn's ctw 
tridge port being used to extend the Saturn's power is a cool prospect. 
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& Below the bridge there lies the 
wreckage of a helicopter. 
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& This fight's taking place in 
front of a Japanese Qame Centre. 



G Water sioshes about the feet 
of ttie characters as they fight. 







^ The tree here has been hit by 
lightning. That's why it's on fire. 



C- This scene opens in darkness, 
with water droplets falling. 




Q Steam Uik>ws beyond the Vedge, 
and birds liop along ttte fence. 
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Though SNK are still developing primarily 
for the arcades and the Neo Geo CD, their 
plans for invading the home conscrie mar- 
ket continue apace. Following the HoF 
Saturn conversion, Saturn can expect the 
frankly crap World Heroes Porfect^ but also 
the far superior Fatal Fury 3 - both using 
the Dual-ROIH cartridge system. PlayStation own< 
ers get KoF '95, plus a translation of Real Bout 
Fatal Fury. SNK have announced little else at the 
moment, but the PlayStation, which only has two 
megabytes Internal memory, will benefit from a 
Dual-ROM system of some description. 



That's two down, one to go. Won't somebody let poor Billy have a go with his stick? 
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Of course^ the bfg news with KoF has always been the 
team fighting set-up. Rather than just taking one fighter 
Into battle, you take control of three who fight another 
team In a series of elimination style bouts. This makes 
the amount of variety in any one game Increase dramati- 
cally - you don't just need to learn one fl^ter^s moves, 
you need to learn three. Plus be ready to match the 
opponent's selection- 



LOSER! LOSER! 
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When one person 
fights, the victory screen 
kH>ks like thls- 



tO Compete as a team 
and all three squeeze 
Into the picture. 






O You can see your buddies rooting for you in the 
background - and the opponent's back-up party 
ready to join In the partyl 



^ Things are looking hopeful 
for the blue team. 



^ hHTII 



E^^^reM 








O Haters need to prepare for three different 
styles of play when challenging an opponent. In 
KoF '9S& team scenario. 



O But nol tt seems the reds 
on fine form this time. 
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START 



b O King of Fighters '9S Improves on its ^94 Incar^ 
nation by allowing you to create teams from any 
of the 26 characters. There are over 2,000 possl^ 
team varlatlonsl 
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4^ Gumph! H's almost too 
painful to watch. I want home. 



#SOON TO BE KING? -^i- 

As you Mouid eKpect. this Saturn version \s neat 
enough .nrcade-perfect. iilthoutih SNK h^\e had 
to include a p1u^-in cartridge to boost the 
Saturn's memory to match the Neo Geo's. We've 
put the t;ame through its paces and can confirm 
that in terms of looks, sounds and jrlayability. 
Kin^ of Fighters is nigh-on identical to the arcade 
and Neo Geo versions v*ith only some extremely 
minor cosmetic differences. 

The game is penciHed in for a March 2S reiease 
m Japan, and CVG Vkill have the full review in 
lime for next month's issue. 
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Boundary breaking 

Silpheedwzs the game 

everybody talked about 

on Mega-CD. Now those 

responsible, Game Arts, 

have turned their sights on Saturn! 





How would you like the opportunity to piiot a kic:k- 
ass, tanit busting, state-oMhe-art war suit? Uke, 
not view some piddly sprite wliicli - sort of - iooks 
iike one. We mean to experience the sensation of driving 
the giant. Feel the ground shake too. Seem iike a good 
idea? Weii, short of strapping piayers into a military sim- 
ulator, Game Arts' AWESOME GunGriffon offers you that 
chance. Let's suit up and discover what all this is about. 
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FILL YOUR BOOTS 



nil your pants, more like! Rookies are encouraged to partfcTpate In 
training exercises before heading out on the first mission. Pilots 
are set a simple objective, and a time limit to achieve it. And, 
unlike most training sections in other games, these exercises 
really do help break you in. 



Exercise One is designed to 
accustom pilots to directton- 
als, and locking onto ground- 
based targets. All 'enemies' 
are stationary, and arranged 
In a crooked line. 
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it's the year 2015, and you are assigned to pilot a HIGH-MACS MDM 
Battle-Suit for the AWGS. For the uninitiated, HIGH^MACS is best 
described as a walking hytirid of tank and fighter plane. It's big, 
senary, and uses every button on the Saturn pad to manoeuwe: 




® As you can see lt*s pretty 
extensive! The Uirret Turn com- 
mand is used In f:onjunctlon with 
the direction pad, as is Slide Move. 



Action is always viewed from ^N 
Inside the cockpit, from where S> 
pilots use the cross-hair to tar- 
get enemies. The Gun and ATM 
signal when 'locked on'. 
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HIGH-MACS' 
ability to 
jump is used 
for recon* 
naissance^ 
and crossing rough terrain. For 
Instance here we are using It 
to see over some trees. 



Learn how to fight 

while airborne - as 

seen In the impressive 

Intro 

sequence. 

Blasting heii- 

copterSf and 

vehicles on 

the move 

requires 

intelligent 

targeting 

skills. 
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1HE REAL 1HNG 

So to the tactical missions of GunGrfffon. Initially there are 
Just four displayed on the map - the ones dotalled here - 
and they can be tackled In any order. A fifth mission Is set 
once the ethers are creared, requiring tactics learned from 
the previous outings. There are no Bosses to face at the 
close of each one, the aim Is simply to destroy everything! 

t^98lON 




Dandelion Seed 

Location: Kharkov 

Take en the Pan European 
Union (PEU), and Its soldiers 
wearing HIGH-MACS suits 
like yours. Jumping Is 
required to take out heli- 
copters, while tanks cause 
trouble underfoot. Enemy 
supply trucks are sitting 
ducks thoughl 









-dlld 






Mission 



Foxhunt 

Location: 
Novosibirsk 
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Poor visibility caused by 
freezing mist. Your TTiermal 
Sl^t is useless here. 
Luckily it seems the enemy 
supply copters are having 
similar problems, as they 
tend to land right In front of 
your HIGH-MAC. Dodgy radar 
reception puts you at risk. 





f - 






Dark Servant 

Location: Kiev 

Night time folks, which 
requires Thermal Si^it to 
negotiate. Play chicken by 
hopping onto the rooftops 
for safety from below - 
then get fried by the many 
helicopters that patrol the 
skiesi Check out the spider- 
like HiGH-MACSI 







Bloodstorm 

Location: Ulan 
Batoi 

All hell breaks loosel The 
Organisation of African 
Unity (OAU) use pitch Uack 
HIGmVIACS. Tliey're sup- 
ported liy rolMist spider 
types, and plenty of air sup- 
port. Weapons tactics - tike 
wiwn to use the appropriate 
arms - comes to the fere. 




MIND-BLOWING EARTH-SHATTERING 



To achieve the level of realism in GunGriffon^ Game Arts have 
used a technique called TrueMotion®. Our guess is that this Is 
some advanced form of motion capture, which the team have 
licensed from The Duck Corporation, to 
whom It is registered. Sonicaiiy GunGrlffon 
Is a marvel too, with explosions that shake 
the room and music that chilis your blood - 
making your senses extra keen. The atmos- 
pheric vibes of Kiev (dark piano) and Novoa 
(sub-zero synths) are pure class. 
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TEALTH MISSION 





TRUtmOTiON't 



rsgtsterod TracMrnarx o1 
The Duck Corporation 
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As yet OunflrffftMi leuiMSMatoa 

However Sega Europe Is eonsMering the 

tty, whidi osually mae ni they're taMntf a title on 

board. Meanwhile, w* cto reco«nmend that hnport 

hunters stalk this one down. Phis there's more 

coverage next month no matter what. 
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O Looks good, eh? 




OThis rooks pretty ace too, eh? 



You cannot kill what does not live! But you 
can beat it up in two rounds thanks to 
Capcom's next fighting game behemoths! 

^^ast month we prised the lid off two of Capcom's hottest upcom- 
^T^ing coin-op conversions. And what a festering canker of unholy 
"^^ creatures we unearthed! However, whilst our coverage of 
PlayStation Darkstalkers and Saturn Vampire Hunter may have given 
you a glimpse of the freakshow fighting games that lie within, we 
weren't able to fully warn you of the addictive insanity they are 
infected with. So, prepare now, for a more detailed autopsy. 





The Darkstalkers games use 
Capcom*s brilliant fighting 
game system born from the 
Street Fighter series. Not that 
you'd know it seeing the 
games in action, because 
these games feature some of 
the most ludicrous moves ever 
seen in a fighting game. Don't 
take our word for it, Just look 
as we reveal to you... visions 
of utter madness! 




DEMITRI MAXIMOFFl'C'f 



Darkstalkers own 
, Count Draculal 
Demitrj is your 
standard Ryu/ 
Ken fighter. He 
even has super- 
natural variations 
of the dragon 
punch, fireball and 
hurricane kick! 





special move, Euper- 
from the jpecialban 



The horror version of 
the Super SpedaJl 
Complex joypad comrnandt 
unleash devastating attacks! 





BISHAMOtj, 

This undead Samurai uses 
his sword to deadfy effect. In 
fact, he actually cuts his 
opponents clean in half with 
certain moves. It's nothing 
permanent though. 




O Multlplo Images spell doom! 




GALLON I 

A horror game JUstJ| 
wouldn't be the - - "i 
same without a 
werewolf. Gallon's 
beastlike attacks 
bear close resem- 
blance to those of 
Wolverine in X-Men! 



Q Super 
shadows fol- 
low Gallon's 
claw attack [ 




FELICIAl 

This saucy ^j 
catwoman has 
be Capcom's 
naughtiest looking 
female character 
yet! Lots Of roliing 
and scratching 
attacks, naturally. 



& She's got 
a cheeky 
scrapping 
ghosts ex-- 
spec fail 



*( 





II seems some people are confused as to exactly wliat the differences between the PlayStation and Saturn 
frames are. Mortals eh? Anyway, Just to clarify the situation - the PlayStation game is THE ORIGINAL 
DarkstMors coin-op. The Salurn gaine Is THE SEQUEL - Vnmpire Hunter - a much-improved update of the 
jicime Ihal Capcom built from onginal Di^rkstatkers arcade boards. If you want to know wfiich version you're 
looking at on these pages, just look at the energy bars. Salurn Vampire Huntci has the Special Bar right 
under the Life Bar. Clear now? Okay, let's continue. 



O Uko the logos? Well don't get 
too fond of them. These are the 
Japanese game names. Expect 
similar logos with the names 
Night Warriors and Darkstalkers 
respectivelyr '^^ ^he UK versions. 
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VICTOR VON GERDENHEIM 



Obviously the original character thai 
Frankenstein's monster was based on. 
Almost all his moves can electrocute 
his opponent. And there's some brilliant 
cartoon giant fists and feet animation! 
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MORRIGAN AENSLANirn 

According to legend, a succubus seduces her prey 
and then sucks their souls from them. Not 
Morrigan though. She just fires bats at them and, 
would you believe, unleashes dragon-punches! 



O Performed correctly, 
this ex-special Is lethal. 
Mirror Images on both 
sideSf pummel the hap- 
less foe in the middlel 
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ZA6EL ZAROCK 

Surely based on Iron Maiden's rSmoO^BUSy T 
Head character, this British rock zombie is a hilar- 
ious character who uses his ribs like sharp teeth. 
And even plays basketball with his foe's head! 




O The elastic zombie version of 
the hurricane kick. 




ANAKARIS^OO 

Possibly the maddest^ most inventive fighting 
game character ever seen! Even his hard-kick is 
ridiculous - it turns him into a sarcophagus. His 
breath turns opponents into little creatures too! 



O Ooh, mummy I 
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PHOBosrro 

Drieinallv a boss rrom on&nai t 



Originally a boss from dnginai Darkstalkers, this 
robot proves to be a devastating controllable 
character- Changing shape almost constantly, he 
turns Into cannons, lasers and giant magnets! 





DONOVAN 6AINE 



1 



This man full of good spirits - a fire one. an elec- 
tric one and an ice one, each of whfch can be 
summoned to devastating effect. His massrve 
sword proves highly effective too! 



PYftON $^U> 



A modern day horror character here, in the form 
of Darkstatkers' finaf boss - alien shape-shifter 
Pyron! Hardly any of his moves are recognisable 
as ordinary punches and kicks. Total madness! 







AUL6ATH I'CX} 



The Creature from the Black Lagoon no doubt 
* drinks at the same swamp as this fella. Sonic 
shrill attacks and some disgusting marsh-gas 
farts from his gilis make up Aulbath's arsenal. 





O Elemental control ahoy as Aulbath 
draws a plume of water from the floor! 





Q AuVbath's normal shrill attack, 
especialled up for extra damage! 




SASQUATCHVWJ 

Who'd ever have thought Big-Foot would be such 
a loveable looking character. Aside from some 
hefty kicks with his famously large feet, he can 
j_^ also eat his opponents whole! 

-■.../'- 




O This brill EX-speclal drops your foe 
through ice to be flipped up fay a whaleT 




O Talk about getting cold feet! 
^ This spinning heel freezes foesi 



It's not like capcom to borrow ideas from other fight- 
tng gameSn but if there's one feature the Vtrtua 
Fighter seriea^ve us, it's taking advantage of an 

thevlfe, down. Vampire Hunter adds 



to ftST^htirig system. When youve 
floored an opponent, you can drop-attack to get anoth 
er strike in. 
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There's advantages t^flftaking a fighting game 
starring the wndead. For a start you can do anything 
you want I, Not oniy does each character possess a 

range of r^"^ ' — - - 

they don' 
moves t 
{ Super . 
use of a 
extent Dark 



iDve^^t in ^^e cases 

idl Aerial 

' *^ ^flK"^ fURihg games 
titer. SF Alpha and X^ien all make 
is\. but Vanipire Hun^ r, and to some 
f pgsbJbg.diHito the limit! 




'^ Flying at will, Anakaris can 
unleash aeriel specials with ease. 



.r*:. 



K.O. 






/ ^ 



Lft' 



H 



T .V 



-'^^ 



+ T 



knocks his 
opponent to the 
floor, before 
dropping down 
for a big KO! 
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-^ By tapplffgUP and then twice IfTBfie direc- 
tion, Lei Lei can run through the air. Superb! 
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N SATURN! 
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mazlngly enough, it seems Ca 
ive hidden the DaHtBtaikers gra 
cs within Saturn Vsmplre Hunter, 
ice accessed, you can select 
ftssic backdrops, music and ev4 
In-op Darkstalkers attract 
quence. It even reveals that wl 
ti play the same characters aga 
ch other, the game uses the ful 
In-op animation frames. It's notice^, 
ly much betterl To find out bow to_ 
irform this cheat, turn to our _ ' 
epiay section NO ~ 



NEXT MONTH- 

THE ARTIST 
FORMERLY 

KNOWN AS 
SNICKERS! 

We know we promised it for 
this month, but hopefully you 
can expect the review of 
PlayStation Darkstalkers and 
Saturn I^H next month. 
However, be prepared for 
some name changes. We've 
been using Darkstatkers' cor- 
rect UK name in this preview, . 
but the Saturn Vampire Hunter 
we've been covering though is 
an Japanese imoort. When it's 
released officially, expect to 
see it under the UK name of 
Night Warriors. Don't ask us 
why, perhaps it's trying to 
hide from Van Helsing or 
something. 
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Hold the pages closer boy 
I can't quite make them out... 



Computer and Video Games is Britain's 
brrghtest and breeziest video games maga- 
zine, put together by an elite team of top 
gaming cadets like young Ed Lomas here. At 
six in the morning he's out of bed, and after 
munching down his Sonic Spaghetti Rings in 
tomato sauce, he runs the thirty mUes from 
his mushroom bungalow in Rochester, s^ 
the way to the CVG games grotto, read 
another 24-hour fiesta of top gaming action. 
Of course, after constant exposure to " ' 



thrrlfs, we require stron^ger doses of fun^ so 
our monitors burn away at top brightness 
and our games room is at a sub-zero temper- 
ature to keep our nefve ends hyper-sensi- 
tfve. For the younger members of tta team, 
who are still growing up, this ha^^fected 
their development somewhat, bif^nly for " 
the better we think. After all who care» 
about mere looks when you can experier 
games in the hypernormal way we do? 
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To suBsciibfl 10 CVG compblr: iiiv 'urn and send wrlh payrranT to 

Computer and Video Games, Sute DepI, To*er PuDfisher, Tower House, Sovereign Part. Lalhkill Street Markei Harbour Leicesiar LE16 9EF. Or, if 

you wish lo pay by credit card caJI our subscrip[iof;s hoilina on 01858 468B8B dunng oflice hours [9am - 5.30pin} quoling sourca and ofler codes. ' 

Ves, I want a furry hunchback arxi pulpy eyepfpes like ihe CVG ciew. I wsh to subscribe to CVG ai»d I endose a cheque' postal order, intemaHoTial 
money ofder or by Access' Visa paymsni. made payable to £MAP Nafles Lid lor E... 



Access/Visa number 

Expires __ 

Signature 

Date 



UK+BFPO 
Overseas surface 
Airmail Europe 
Airman zones 1+2 

SOURCE CODE: IBIB 
OFFER CODE: BIS 



NAME 

ADDRESS- 
POSTCODE 
SIGNED 



£25,00 
£30.00 
£35.00 
£53.00 



(Parent OF guardian's sfgrialure if under 18 years) 

AJI subscnplions will be processed as quickly as possible, but you should allow 2S days for the order 

to be processed and expect to receive the firs! issue after that. 

Tick here rf you do not wish (o receive any direct mail that EMAP irnages Lid feels may be of interest 
to von 

Full money back ffuaraniae ol unmajted issues if you are nol saiisfied. 
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Dear Mr Newsagent, 
please reserve me a copy of 
Computer and Video Games Magazine 
each month as i wouid be terribly 
upset to miss out on my fave games 
mag. Cheers. 
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When Dynamic Software's 
f/ganfie hits PlayStation 
this summer, the sound 
could amaze you even more 
than the visuals. All thanks 
to the team's skill with 
Dolby Surround sound. 



We take for granted that great films are best appreciated in a 
cinema, with full surround sound to immerse you in the 
experience. That vehicles heading toward us continue to be 
heard once they're out of sight, and trail off somewhere behind. 
That before witnessing some horrible creature which the mad star- 
ing eyes of its victim are staring into, we can hear it breathing over 
our shoulders! Odd then that we don't demand the same kind of 
experience from our games. But there are those who would want to 
change all that. And developers Bizarre Creations, now working for 
Psygnosis, are making all the difference to their awesome Fl game 
as a result. CVG paid a visit to hear what all the noise was about. 






4 TOTALLY 

31ZfRRE EXPERIENCE 

After satisfying the most Trnmediate questions 
regarding Fl last month, it is essential that we 
now stress the sonic values of the game. 
Psygnosis' own Wipooui wouldn't be so cool with- 
out the atmospheric sound effects and superb 
music. Likewise Bizarre Creations are working 
hard to ensure thek authentic visuals are bal- 
anced with true-to-IFfe sounds and the correct 
type of music. The tuneful side of things is being 
handled by Psygnosis, while the sound effects - 
along with the entire game design - is all Bizarre 
Creations' territory. 



myOT RIFFS 
mH GUITAR GODS 

Come summer, Fl fans will be rocking out to the sounds of 
Steve Vai and Joe Satriani, thanks to a deal made between 
Psygnosis and Relativity Records. Part of the reason being 
that the US Isn't so hot on Formula One, so the licensed 
tracks will add to the appeal. Producer Mike Clarke met up 
with Joe Satriani at a gig in Manchester last December, 
where they discussed the choice of tracks. Turned out Joe 
was happy with Mike's choices - Summer Song, from the 
album The Extremist, and Back to Shalla-Bal, from Flying in 
a Blue Dream. And though Steve Vai hasn't been directly 
consulted about the use of Juice from Alien Love Secrets, 
used in this context the track sounds so cool we doubt 
he'll com plain I 
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LOCAL HERO 




A fUfttwr twelve smokin' tunes feature the handiwork of 
i UverpiidJian guitarist, and Jong-timo Psygnosis associate, Stewart 
[ €llis- Though It may seem far fetched, this guy's soloing powers 
' are almost a match for the mighty Stateside duo. Almost. Amazing 

that Stewart is still working In a Liverpool Guitar Shop (Curly 
» Music), considering his talent. Anyhow, Mike was keen to mix his 
* cuts ''as real as possible". The end result being that Stewart's 
' stuff comes across as live and raw * not soft and over produced 
f as Is usually the temptation. Why guitars? "it's just the thing that 

you associate with formula one", says Mike. ''Anyway we did the 
{ dance thing with Wipeout. To do that again would have been a bit 
Ipredictabie.*' 
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THE WORLD'S A SOUND STA¥" «|*aTHE MIX 



Whan even the sound of a Formula One engine Is copyright pr<^ 
tKted, l^o right Bizarre wanted to make the best use of this 
sxpensjve license. Research Manager Sarah is confident that the 
team's 3D game engine Is among the best around. Pius they have 
benefited from access to Telemetry data of cars in the Fl league 
(30 sensors detailing every movement). But to convey the full 
Impact of Fl, Bizarre are practically turning your game area into 
an Fl circuit with 100% authentic sounds. The guy who's coding 
everything into Dolby Is Jonathan. According to him, "the first 
thing that hits you is the Incredible noisei" {on his first visH to 
Sllvsrstone). As a group of us watched, Jonathan demonstrated 
the Sound Stage he has created to imitate real life through tho 
PlayStation using Dolby Surround. From a stationary position cars 
are heard whizzing by in front and back, to the sides, and all 
points In between. Jonathan's cool set-up also takes Into account 
tlia distance of cars - the volume - and calculates the Doppier 
effect on each one. The Doppier effect Is what you hear when a 
vehicle zooms past, and the pitch of tho engine changes from high 
to low as It approaches then disappears. Admittedly this Is one 
the key things you notice when watching Fl transmissions on TV. 
As Jonathan pointed out, '^having it flat sounded so unnatural' 
pursuit of perfectionp Jonathan has even recreated the noise level 
Intide of a driver's helmet for that full immersive exprarience. i 

Outside of the car there's road noise and of course the sound of i 
crashing Into a barrier is required to be painfully accurate. Bizarre | 
are planning another trip to Sliverstone, where they are securing a | 
DAT recorder around a driver's chest to sample still more in^ar 
effects, incredible. 
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Q The rectangle In 
the top left of ^e 
screen represents 
the area in which all 
sound can be heard. 
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Everyvund you here in Fl is mixed into Dolby Surround, and Q 



Sound^Vie latter is included to benefit players who don't have the 
luxury of a Dolby system yet, Q Sound is clever - expanding the 
stereo 'image' to give the impression of a 270'' wall, using a tech- 
nique called image File Planning'. Capcom and Sega uso it for 
titeir coin-ops - but that's another feature in itself. The full 360°, 
fee Is- 11 ke-you' re-there experience is only achievable using Dolby 
Surround. It's state-of-the-art, and that's one of the main reasons 
Psygnosis want a part of It. From a music point of view, Mike 
explained that mixing to Dolby proved quite tricky at first. But in 
the end could compare the translation to sending a signal through 
a reverb pedal. Just another effect. For the bigger plcturOr you 
need to understand what Bizarre have been up to. 
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O When a car enters the 
box, Ks sonic values are 
calculated by the sound 
engine - volume, Doppier 
effect, and so on. 
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O Cars that are overtaking are 
heard apiproaching from the rear, 
screaming alongside, then fading 
Into the horizon. 
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"0 This Is the more complex screen from which 
'Bizarre' sound engineer Jonathan is able to 
fine-tune the sound code. 
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In jAiary this year, the CVG games room was outfitted with a fuli 
mo^Siwreund Sound set up. The difference this has made when 
evalualfng the latest games is unimaginable - unless you're 
omongWiose whoVe already running games through Dolby 
Surround at home. After all, there are some 17 million Dolby 
Surround decoders in use worldwide! When games that have 
sound encoded in Dolby are played through the Dolby system 
( IVIn^ CommanaBf IN, and FIFA Soccer on 3D0 and PlayStation 
among many others) it makes the world of difference. Surround 
sound turbo boosts the experience, providing you with the full 
effect that the programmers intended. Many games that are not 
Dolby encoded are enhanced too, filling the room with sound as 
opposed to just having it in front of you. Street Filter Alpha is 
awesome, as Is WIpeout and especially Panzer Dragoon ZweL But 
this kind of luxury is expensive, right? Well hardly at all, consider- 
ing the results. 
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DOLBY IN A NUTSHaL 
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Dolby Surround produces sound from the left, right, centre and rear. 
Though you have two rear speakers, they only use one signal- When it 
all comes together listeners are convinced that the sound they hear Is 
happening all around - as oppmsed to comparatively flat stereo* While 
most of the attention is focused on the central image (the telly!) the 
surround channoJ provides what Doiby describe as 'spatial informs 
tlon* - atmosphere - and other special effects. Cool- 
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1 •yS^vmmm in your room; 



Ba^e considering a speaker set-up, your essential piece of 
klTto begin with is a Dolby Surround decoder. This is used In 
conjunction with a stereo amplifier. In fact you could even 
replace your current amp with one that has a decoder already 
built in. Currently the best kind of decoder you can buy uses 
something called Dolby Pro Logic, which provides better sepa- 
ration between the four channels - especially if you intend to 
make use of a centre 'voice' speaker. A phone call to a popu* 
lar discount Hi-Fi specialist revealed that their range of Pro 
Logic stereo amps started from as little as £150. Yes, it*s that 
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Otw^ we're not about to pretend that quality, Dolby approved, surround systems are 
c|fl^^^it they are not outrageous either, and by no means hard to come by. If you 
are in a position to spend roughly £300 on equipment at this time, or in the near 
future, we recommend that you seriously take the idea into consideration. Besides 
most people would argue that playing video games is not a prime reason for spiashing 
out on such a luxury - the m^ority of films recorded onto VHS for sell-through theses 
days are Dolby encoded, and many Satellite TV, even some terrestrial broadcasts, are 
in surround too. 

Could be that you're the youngest tn the family with the paper round, or the oldest 
and the 'bread winner' whose pocket is going to fool the difference. But, you know, 
quality home entertainment equipment maintains Its worth for many years. Dolby 
Surround may not be something your particular tribe has considered before now, but 
we can tell you the difference Is phenomenal. Playing games, enjoying a film, or even 
Just watching telly seems like a whole new experience. Almost as distinct as compare 
ing a 14** Black and White portable to your first 2S" Colour TV. More appropriately 
pitching mono against stereo sound. And with companies like Psygnosis now present- 
ing the excitement of Fl into a real time video game environment, you have to ask 
yourself ''is now the time to make this kind of move?** If you're serious about your 
home entertainment, we certainly think sol 
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ifWAfijf^ game to use Dolby Surround: 

:^^A^ur's Worlds on the Super NES. It was written by Argonaut, 



Sub Woofer 

Or "Bass Bin". Like the Centre 
Speaker, this is an optional 
extra. However, this is the unit 
which provides that subter- 
ranean rumble you've always 
drsamed ofl 



CENTRE SPEAKER , 

Best powered by a Pro Logic 4l 
receiver (see "But Preferably..."). * 
This ensures that all conversation 
stays central, so as to be heard 
equally well by everyone In the 



and released in 1993 by Jaleco. 
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BEST EVER GAME TO USE DOLBY SURROUND: 

Return Hre (3D0) by Studio 3D0, This game Is soon to be released 

on PlayStation and Saturn. 
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OTHERS WORTH CHECKING OUT: 

3D Lemmings (PS); Assauit Rigs (PS); Wing Commander HI (PS, 
3D0); FfFA Soccer (PS, 3DO, Saturn); Foes of Alt (3D0); Need For 
Speed (PS, 3D0) 
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urround Speakers 




M 





There Is only one surround channoT, so sounds heard from behind 
are in mono only. Mainly used for atmospherics, and the occasional 
ftpeclal effect. 




STUFF THAT JUST SOUNDS COOL THROUGH A GREAT SYSTEM: 
X-Men: Children of the Atom (PS, SAT); Resident Evil (PS); Panzer 
Dragoon Zwei (SAT); Yoshrs Island (5NES); DIddy's Kong Quest 
(SNES); WIpoout (PS, SAT)... 
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The month's events and software releases at a glanoe. April May 



Want to know what's coming out, 
and when? Or where to get hands- 
on experience of stuff that isn^t 
due for months - sometimes 
years? Here's your guide. 
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Each month CVG receives many phone calls 
asking about the availability of new games. 
While we don*t mind chatting on the phone, 
there's definitely something going wrong 
here - liice we're not giving you enough help 
inside the mag! 

From now on, every issue is to contain a full list 
of every single game released between the dates 
CVG is on sale. And you can depend on their accu- 
racy too, as all the information supplied comes to 
us direct from HMV! 

In addition, we thought you might also like to be 
kept Informed of upcoming shows and events 
Involving your favourite subject. This month 
we've picked out Just two - the most prominent. 
This number is sure to expand as many more 
Computer Graphic Expos, Hardware/ Software 
launches are brought to our attention- 
Here you are then: the most Informative buyer's 
guide this side of the counter Refer to the key 
for an at-a-glance opinion of most titles. 






E3-L0S Angeles 
Convention Centre 

16th, 17th, 18th May 

Here's where Nintendo plan to launch their 64'bit 
machine, while Matsushita take selected journalists 
'backstage' for a demonstration of M2, Did we hear 
somebody say 'Deja Vu'? But seriously folks, nobody 
expects to be let down this year as the battle for 
supremacy continues, Sega, especially, have a great line- 
up planned - Sonic 
Team's Mario 64 
nval 'Knights', plus 
the Son/c games 
themselves! As for 
Sony's 

PlayStation--.f'f-f'f- 
Final f-f-f- Fantasy s- 
s-s-Sei^erv!!! Say no 
more. 




KEYl ^^ It's hot, so buy it! 



Avoid like the pl^i^uc! 



I (^, 



E NAME 




PANY 



1st March 



Total NBA "96 



16th March 




Sony 



PlayStation 



Fighting Forties 



[yiicroprose 



PC CD 



Civilization 2000 



Micro prose 



PC CD 



PiayStation Multitap 



Sony 



PlayStation 



ECTS - London Olympia 

14th, 16th April ' 

Before the fireworks start in LA, Sony and Sega are 
planning to offer a major contribution to this year's 
European Computer Trade Sinow. V^hile there's next to 
no chance they'll be announcing anything big, tiie ques- 
tions raised should be interesting. Bullfrog's head hon- 
cho Peter fVlolyneux is also scheduled to air his genius 
opinion on the state of the European games market. 



Road Rash 



EA 



PlayStation 



Spycraft 



Act i vision 



PC CD 



Time Gate 



22iid March 



Infogrames 



PC CD 



Mickey's Wild Adventure 



Sony 



PlayStation 



PGA European Tour 



EA 



PC CD 



Silverload 



Psygnosis 



PlayStation 





Track Attack 



25th March 



Pnma! Rage 



Tilt 



MJcroprose 



Time Warner 



Virgin 



PC CD 



PlayStation 



PlayStation 



27th March 


• 


^ 


A^ile Warhor 


Virgin 


PlayStation 


Descent 2 


Interplay 


. PC CD 


Impact Racing 


Virf*in 


Saturn/ P ayStation 


Raw Pursuit 


Virgin 


PlayStation 


SU-Flanker DO 


Mindscape 


PC CD 



Vallora Valley Golf 
29th March 



Toy Story 



Chronicles of the Sword 



Vir^n 



Sega 



Alien Trilogy 



Criticom 



Psygnosis 



Acclaim 



Virgin 



Saturn 



Mega Drive 



PC CD 



PlayStation 



PlayStation 



IVlagic Carpet 



Bullfrog 



Saturn/ PlayStation 



^ 


^■FJ^^H 


Orgaiil««r« 


^^^^C|^^^^^PP^^^| 


profflit* Int*!^ 


^^B^^^^^^^^^K^^^^H 


vl«ws witli '"limy 


^^■^^^T ^^^^^^^1 


Industry figures" 


^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^Bt ^^^^^^^^^^^^^^^^^^^^^^^^^I 


to Im broadcast 


^^^^^^^^^ ^^^H 


onECTSTV-ttia 


^^^^^l5^ v^^^B 


in^vant station. 



NBA: In the Zone 



KonamI 



PlayStation 



Need For Speed 



EA 



PlayStation 



PGA Tour '96 



THQ 



Super NFS 



Pinilosoma 



Sony 



PlayStation 



Terra nova 



Revolution X 



Toshinden Remix 



} Wariiamnier: Dark Crusaders 



Virgin 



Acclaim 



Sega 



PC CD 



Saturn/ Playstation 



Saturn 



Mindscape 



PC CD 



Wing Commander 



EA 



PlayStation 



Wipeout^ 



Sega 



Saturn 




£ NAME 



COMPANY 





ORMAT 




4th April 



Virtual Snooker 



Zori^ Nemesis 

5th April 



Interplay 



Activision 



Abuse 



EA 



ATFU5 

Extreme PinbalJ 



EA 



EA 



Gex 



BMG 



Psychic Detective 

Space Tiulk 

Time Commando 



EA 



EA 



EA 



True Pinball 

Viewpoint 



Ocean 



EA 



f 



Worms: Reinforcements 

10th April 



Street Rghter Alpha 



Vallora Valley Golf 



X-Men: Children of the Atom 



Ocean 



Virgin 



BMG 



Virgin 



Acclaim 



t 



19th April 



Cybena 



Descent 



Rise 2: Resurrection 



NFl Quarterback Ciub '96 



Interplay 



Interplay 



Acclaim 



Acclaim 



bliellshock 



Core 



Shockwave Assault 



EA 



f 



TNN Outdoor Bass Fishing '96 
Toy Story 



EA 



THQ 



Wing Commander 



EA 




22nd April 



Dui<e rJuke Em 3D 



US Gold 



Star Trek Deep Space Nfne: Harbinger Viacom 



26th April 



Afterlife 



Alien Breed 3D 2 



Virgin 



Ocean 



Casper 



Deadly Skies 



Interplay 



Defcon 5 



Virgin 



GT 



Destructio 




EA Classics: 



Psygnos>s 



EA 



Little B*g Adventure 
r^HL95 



PGA 486 




Strike Commander 



dicate 



System Shock 



Theme Park 

29th April 



Psygnosis 



30th April 



BacJ Mojo 



IrtMay 



Acclaim 



Baseball 



Powerpiay i-tockey 



Virgin 



Victory Boxing 



Virgin 



3rd May 



Starfifihtcr 3000 



Telstar 



17th May 



Cheesy 



Offensive 



Nfght Warriors 



Tunnel Bl 



Ocean 



Ocean 



Virgin 



Ocean 



Virtual Open Tennis 



Ocean 



PC CD 



PC CD 



PC CD 



PC CD 



PlayStation 



Saturn/ PlayStation 



PlayStation 



PlayStation/ Saturn 



PlavStatron 



PlayStation/ Saturn 



PlayStation 



I 





O Mega Drive Toy Story is absoiuteiy amazingi 




PC CD 



PlayStation/ Saturn 



Saturn 



Saturn 



Saturn 



m 



PlayStation/ Saturn 



PlayStation 



PlayStation/ Saturn 



Playstation/ Saturn 





ta 




o 



PlayStation/ Saturn/ PC CD| Q Bad Mojo, from Acclaim, Disturbing but cooil 



Saturn 



PC CD 



Super NES 



PlayStation 



PC CD 



PC CD 



PC CD 



Amiga 



PlayStation/ Saturn/ 3D0 
PlayStation/ Saturn 



Saturn 



Saturn 



PC CD 



ZJ^ 



a 



PlayStation 




Wm COPY OF > ^ ^ i£ 

STREET FIGHTER ALPHA 

FOR SATURN OR PLAYSTATION 

HMV, in coi^unctlon with Virgin interactive, wouid 
iike to 0ve you tiie opportunity to own Stroot 
fighter Alpha As this titie is In such tiigh demand 
at retali^ there is Just one copy of the Saturn and 
PlayStation version up for grabs. So we're turning 
this Into a 'first come, first served* scenario - 
given enough cause to hand them over In the first 
placel Ail you need to do is write down on a post- 
card or doctored envelop, one good reason as to 
why Saturn or PlayStation SFA should belong 
inside of your 32-blt system. 
Address your begging letters to; 



STREET FIGHTER ALPHA, 
CVG, EMAP Images, Priory 
Court, 30-32 Farringdon 
Lane, London, ECIR 3AU. 



vt 



CD 






O 




fD 







fD 

fii 

CD 



10th Apr 




PC CD 



Saturn/ PlayStation 



Saturn/ PlayStation 



THANKS TO 



t»» 



PlayStation 



Saturn/ PlayStation 



PlayStation 



PlayStation 



Saturn 



PlayStation 



PlayStation/ Saturn 



... all the 'top lads' down at HMV for supplying 
the info. On behalf of HMV and ourselves, nei- 
ther party can be hefd responsible for any 
changes that may occur after this magazine 
has gone to press. So we're not to blame when 
your favourite game slips until '3rd Quarter 
2007'! Don't hesi- 
tate to contact your 
local HMV if you 
have any further 
queries. 



■3HMV 



Kr^O^V MMV - KtJO^V C>AMES 







SHOOT 'EM UP I rSlANOROMEOA 






■J PLAYER 



-AVAILABLE HIT 
• HODTHEAVEFtSlDNPULSHED 
- SATURN PRE DEC ES SO ft 
At'AlLABLE ^ 

■ STQRIBE 1 CD 

■ PUBLISHED BT 
SEGA 

TEL am IH i«20 
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Some people reckon Panzer Pragoon is the 
Saturn's finest game. But they re wrong! 



Panzer Dragoon7wei \s better! 



-V 



>1 





ver the past couple of months we've 
gone a bit 2D game crazy. Street 
Filter Alpha is currently the most 
popular game in our office, Guardian 
Heroes is one of the coolest Saturn games 
we've seen in a long time and even a vintage 
title like Darius has warmed our gaming 
hearts more than the production line 3D 
offerings that have been churned out of late. 
However, it takes something exceptional like 
Panzer Dragoon Zwei to remind us why 
we all went 3D nutty in the first place. 
Seeing this game in action is as 
amazing as it was first seeing Virtua 
Filter on the Saturn two and a 
half years ago. 3D games are 
awesome and Panzer Dragoon 
Zwei is tnto-the-screen 
Horizontally-scrolling, 
Horishmontally-scrolling. 



^%^\ 



RETURN OF THE 
DRAGON! 

We've been expecting big things from Panzer 2. Ground 
breaking as the first game was, [t was way too linear 
an experience to make it a true classic- But for the 
sequel Team Andromeda promised much, much 
more. Multiple routes, a growing dragon and graphics 
that far exceed those of the original. And true to 
their word, they've delivered the goods. 




1 Th- 



ROLL THE 
CAMERA! 



The original Panzer Dragoon 
had a famously brilliant Silicon Graphics intra 
that pushed the game from being just an 
amazing 3D shoot 'em up to something more 
akin to a movie-like epic! In equal portions 
Panzer Dragoon Zwei brings with it all the 
thrills of a blockbuster sequel! A new hero, a 
new dragon and a new plot, but look closely, 
because IT IS lied to the first game! Can you 
spot the clues In our review? 




TEMPER! TEMPER! 



^ J^B^ Sfnce the days of Defender, smart 
^^Cy bombs have always been part of the 
* shoot "em up formula. Panzer Zwei has 
its own unique equivalent - Beserker Mode, When 
unleashed, masses of yeilow beams erupt from the 
dragon as it targets and attacks everything in sightl A 
beserker bar at the bottom of the screen indicates 
how long the attack lasts, and is charged up by nor- 
mal attacks. Excellent for well-timed assaults on the 
horrendous end-bosses! -^^^i^ 
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■^Oood for ptecisUK. httj 
on multiple enem «»■ B" 
not rapid enougW 




O Brilllart for rmm^^ 

hits on enemy »h^«- "^ 
ilSprecl" enough. 



Nr 



NOW WITH 
ENHANCED RADAR! 




The 360 nature of Panzer Dragoon's field 
of vision required a radar to match. Zwe; however, has 
a more advanced scanner. It stilt shows any surround- 
ing enemies as small blips and also indicates which 
direction you're facing, PLUS- its quadrants now 
flash yellow to warn of enemies entering the area. 
AND - you can now tell whether an enemy is above or 
below, thar^ks to some ntfty arrow indicators. Arooogal 





\ 



& Atiovathe 
canopy of the 
trees lurks a 
baast-motiftter 
from the pits of 
Hades. You can 
tell by the 
size of Ills 
Mlpr 




He s above yoooul 




^ 



V 



■f * 



*v 



r. i; 



T 

i 
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il-^ 



Lovely view. 





^ 



^ EYEBALL PEELERS INCLUDED! 



Q Okay. Eyes forward for 
a fulMiousel 




In Panzer 1 you were able to switch between three viewing distances. Although this was prob- 
ably just a by-product of the 'Virtua' view craze than a practical feature, since nobody ever 
made use of it. Par^zer 2 doesn't have this feature, but it's not really missed. Instead, yoj 

can pan the view around a far wider area! Muchos better! 



^ 



I - 



V. 



lA 



>^:^^.: 



folltinake — l^lffA 



close ud! 





'sTot 




s Into a 

big dragoq 



7 A Mean while-. - 



11 The village ts 
ciestroyedf _^t ■.■ 






^ Ll2 Aw, Scampi Jocks 

nri nf tttik iiA Ahniif St 



18 Hit Start 





1 



The short opening level sees our hero riding through the remains of ills village, and Introduces some of the key figures to appear later in the gama. 




S^WF^ 









A Our hero grabs a strange but A Everywhere Is in ruins, 
familiar gun as he enters town. Monsters roam the area- 



A You'll know when you tHimp 
Into this creature again! 



A Boulderdash action ahoyi Run 
to avoid those flat dragon biuesi 




(ROUTE la) lt*s 
a subterranean 
level this one. 
Packed with 
swarms of fly- 
ing creatures. 



YOU TAKE THE HIGH ROAD! 

The multiple routes. It's the one thing you're dying to know all about How do 
they work? Where do they occur? What do they do? Let us enlighten you wjth a 
blow-by-blow journey through Episode Four. Up until this point in the game each 
level only forks off once, but here there are three routes! 





(ROUTE lb) See this? It's the first (ROUTE Ic) You've taken Route 1 
fork! Keep to the top to head ^ heralded by a drop down a 

along Route 3, otherwise you stay long shaft! 





(ROUTE Id) Lasers fire above and (ROUTE le) No time to stop and 
tieiow those black beams. You thlnkl It's the second fork of the 

have to weave around them too! levelll 





(ROUTE 3c) Route 3 eh? The sign of a real Dragoon 
master. Prepare for a real challenge! 



(ROUTE 3d) Ships burst up from 
below in endless swarms! 



POT THE KETTLE ON! 




Between levels there are 
intermission scenes that fur- 
ther Zwei's epic plot 
Surprisingly, these are creat- 
ed from ttie in-game graphics 
instead of being Silicon 
Graphics generated. There's a 
simple reason for this. Your 
dragor> changes throughout 
the game. So ratiier than 
making a multitude of FMV 
scenes with different drag- 
ons, the game just puts the 
correct one into the intermis- 
sion - in real-time! The 
results are simpiy awesome! 



'/■ 
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this Is 



^^^^^ 
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^^-'■^'"-rM, 
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(ROUTE 3e} Things just keep get- 
ting tougherl. Now they zoom in 
from the side! 



SEE, HE IS 
TRANSFORMING! 

At the end of the level your points 
get totalled up. The harder the 
path (route 3 being the hardest) 
the more points you get. On top of 
this, you get awarded technical 
points for your performance, and 
clear points for defeating the boss 
m a certain time. The more points 
you get, the greater your dragon 
becomes. The routes points are 
most important though. Only tak- 
ing the toughest routes everytime 
yields the greatest dragon of all! 



BOSS! 

Which ever path 
you take, you 
stiti face the 
same boss at 
the end- What 
condition you're 
in when you face 
it though, is 
something else! 







O See bim? Below tho surface! It's Impressive transparency effects 
on the Saturn^ folksl It can do it. 






(ROUTE If) Sheesh, 
you're not much cop are 
you? Still on sedate old 
Route 1. 



(ROUTE Ig) This path leads you to 
a ledge where stumpy creatures 
hobble about. 




(ROUTE Ih) A chance to rest your 
drumsticks as the ledge riseSf 
surrounded by hanging cocoons. 

Familiar? 




(ROUTE tj) Once the cocoons are defeated, 
it's back into dogfight terrltoryl 



(ROUTE 2f) Okay, you^e 
on Route 2. Expect 
things to hot up a bit. 



{ROUTE 2g) It's all gone kind of 
dark. Watch that radar though, 
cos anything could... 






(ROUTE 2h} Great Moons of Nox! 
Beasties burst from the water 
belowl Blast everything! 



(ROUTE 21) Phew that was close. Don't 
look back though, or you get a han^ng 
slab In the snout! 



(ROUTE 3f) Where now? 
Behind of course. These 
trackers are easy to 
defeat... 



(ROUTE 3g) ...but these guys 
aren't. I^ok at the radarT Your 
only hope is to unleash... 
The Beserker! 



(ROUTE 3h) The old slamming 
doors shenanigans! Just keep 
your head down and use the 
force! 






(ROUTE 31) Those critters Just don't give 
up. Enemy fighters closing in! 








;3mputer 






\ 



CHECK IT AAHT!! 



We don't want to ruin the game for you, but we can't heip doing it 
just a bitl Here's a sneal<y glimpse of each level just to show you 
what's in store! 




The canyon level 
that was recvealed 
In our first Panzer 2 
pics. Incredible cilff 
wails hem you in. 
That Is, until you 
leap off a ridge into 
mid-air! From there 
on, it's a battle 
against the Empire 
flying squad or a 
battle through a 
enemy fortress. 






The first game had a 
forest levei, but this 
time you get to go 
under the canopy of 
the trees! incredible 
graphics abound, as 
enemy ships weave 
in and out of the 
trees and a futi 3D 
forest roof stretch- 
es out overheadi 



'S?^ 



D 



A strange dreamy 
levels with snow-like 
spores floating 
around. The tranquil 
surroundings 
though, belle a 
nightmare ievel 
filled with bug 
swarms and a mons^ 
tereus fiying/ swim- 
ming 'thing* that 
doesn't pull its 
punches (lasers, 
bolts and bombs 



actually). 



I 



f:^ 
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O Not something you'd like 
to find in your sandwich. 
Unless you're Admiral Ackbar. 






Q The programmers of this 
game clearly enjoy too 
much seafood - 



)^>'^ 
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The big ship you've 
been tracking 
throughout the 
game, and It's like a 
Super Star 
Destroyer After 
flying through Its 
tunnel Innards, you 
burst out to face 
some strange fins. 
Take a look around 
though and you 
realise, the whole 
craft Is right next 
to you! 



i 



^^ 



O That's the whole flinkin' 
ship right next to you! 



^^A 



Q A trench run over the 
surface of the ship, kicks 
off this incredible ievel. 



FIVE WAlSKCrf 
■• MULTI LASEW 



I 



All-new rapid shots, extra laser enhance- 
hients, ludfcrously powerful beserker attacks. 
RflU ar^d match tor the deadliest arsenal! 



>*a 
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VITON 



HEAVY HOMING 



IGADEWlNf 
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'T This moth-like 
dragon seems 
somewhat familiar 
to us. Hmm. 

^ The most 
incredible dragon 
we've found! 
Seen that nose- 
cone before j 
though. 




■ >■ 
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BOX GAME! ^ 

Z n uirnod out, P.vver 1 

was packed with ii'tWc'\,^^ . 
Cheats. P.n/e. 2. a>.esU.o 

concept h.rmor vvHh ^ The 
Pandoras Boxl Rove, o 
once yoLi'vo conipl^lL-d the 
mo. iiiis option &WGS 

,n.o you plnv a&^m you add 
new options m the box 

Come, come, took inside. 
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RE1/IEWER 



When the first Panzer Dragoon arrived on 
Saturn it gave the first real demonstration 
of what the machine is capable of. Even 
now, it still looks incredible! Some people 
may think Panzer 2 is just more of the 
same, and it is - with knobs on. The game 
is awesome! Team Andromeda have used 
AM2's Graphics Library to give the game a 
truly solid look. It's technically leagues 
above the original. But the pace of the 
game is what really boosts the appeaL 
Much more over-the^top levels, the want 
for the ultimate dragon, filling up your 
Pandora's Box and... the sheer intrigue of 
it all. This has to be THE most discussed 
game in the office lately, as we try to 
fathom how the game relates to Panzer 1. 
An amazing experience that leaves you 
feeling you've been dragged through a top 
action movie. Essential Saturn fodder and 
a total classic! 



COMMEUT 



Though Panzer 2 isn't particularly hard to 
finish, it's one of a few games which you'll 
want to complete over and over The 
number of hidden routes, cheats, bonuses 
and dragons (including an enemy boss and 
the pup dragon from the Intro!) mean that 
the game has to be perfected with lots of 
play. As an experience, it can't be beaten. 
In fact, after a long session, it feels like 
you've just watched an incredible action 
movie! And one of the most action-packed 
action movies ever! The graphics look 
infinitely better than the first Panzer, and 
the music Is timed to fit with the action 
perfectly, adding to the movie feeling. 
This is another Saturn game which MUST 
be ownedl 






THREE-WAY 



COMMEUT 



Sick-inducing 360 spinning 
fun, as seen in the first game. 
Now enjoy it again in this 
action-packed sequell — 



r 



Why bother with Ihfs, 
when you can select all 
the iur^es from the 
Saturn's front-end? lt\e 
[ trut^^ IS - you can't, 
Y because they aren t CD 
Iracksl All of Zkvers 
liant tunes at;- 
generated t) 
powerful Ya 



IS even m<* impre 





,el Panzer 
■n Zwei is the 
first Saturn (or 
PlayStation) game to 
do this) 



The ritual this month has been for groups 
of people to crowd into the games room 
for a communal fix of Panzer 2. Why? 
Because Zwei is much more than just 
another Saturn release. it*s a significant 
32-bit event. From start to finish the expe- 
rience is totally intoxicating. Nobody who 
has witnessed the final boss in all its 
glory has walked away unaffected, i was 
worried that this 32-bit generation would 
never re-capture the wonder of the all-time 
classics^ but Zwei has completely restored 
my faith. These six pages ought to be 
enough to convince anyone that this is no 
ordinary game, but until you experience it 
for yourself it's impossible to appreciate 
the inner beauty. 



'■•I'l'T^i^ wrXZ^ 




One of the best 3D shooting games avanahlQ. 
Presented for your pleasure. That's what the 
Japanese CD boasts, but it's true. Buy this! 
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Origin call upon Luke Sk/walker to star in its 
most ambitious project to date, but even the 
powers of a jedi Knight can only just Kft Wing p 
Commander III above mediocrity. 

Three million dollars may be small fry to the 
Hollywood Big Boys, but Origin's hefty budget for 
the third Wing Commander instalment ensures that 
it offers better than unconvincing acting and equally 
transparent gameplay. Mark Hamill and Malcolm 
McDowell star. Huge mechanical puppets bring the cat- 
like Kilrathi to life, all adding up to make Wing 
Commander Ilk The Heart of the Tiger a cinematic treat. 
Hell, even the plot is compelling - if a little cliched. 



^) Pull outi Pull outi You're gonna cr...skcshh...skch... 





AsmitiwiimntEtioiisiY." 

As the new pilot assigned to TCS Victory, Colonel Christopher 
Blair, much of the game is spent patrolling the Terran space 
borders in search of Kilrathi presence. This happens within 
minutes of leaving the "Victory" hangar bay. and so the eter- 
nal battle for galactic domination continues. Blair and a 
handful of wingmen fight small skirmishes, run escort mis- 
sions and, providing all goes well, eventually push the 
Kilrathi back to their alien home world Kilrah. Otherwise It 
looks like the human race is cat food... 






® Blair Is Joined by the wingman of his 
choice on each mission, from a selec- 
tion of seven. Each reacts differently 
to Kilrathi attack, so choose wisely. 



® 



The Kilrathi aren't all that convinc- 
ing, are they. The giant-sized cats 

look more like Mup|>et outcasts than 

fierce alien warriors. 



sroiiT ran mm '^'/i^ \ 




Colonel Blair's progress fs shown in the full-motion video clips that link the space bat- 
tles. Initially Blair is greeted with scepticism and so must prove himself both in the 
cockpit as well as a commander on board the TCS Victory. To win the trust of his crew 
mates Blair must make the right decisions throughout his career Poor choices affect 
the combat performance of his wingmen, while high morale increases the pilots' will 
to fight against Kilrathi invaders. 



I="t^y ^sIcw-tQ u/rf-h turn. 




UOADOUT SELECTION 







^fNThere is a choice of five ships to pilot on each mls- 
^^sion, from the cool Excalibur prototype fighter to the 
heavy torpedo bomber: the l-ongbow. 




©I 



[4^ln addition to the 

cockpit view, 
there's a chase plane 
camera and the 
option to look at any 
object from any 
angle. Not so useful, 
but It looks cool. 
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QDurlng con 

other crew mates, Blatr' 
mako the right decision other- 
wise morale aboard the Victory 
deterioMtee. 



QThe full-motion video in Wing Commander III is excellent, with digitised 
actors set against smart computer-generated backdrops. 
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^£^5 wee t-tal king Rachel plays a vital part in the game, as she's the only crew 



^^^^ I 



member who can authorise Blair to fly the prototype Excalibur filter. 
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Wing Commander III stars some 
famous names from Hollywood. 
Here's a few of the faces you 
might recognise. 

COLONEL 
CHRISTOPHER BL 

Blair is played by none other 
than Mark HamilJ - AKA Luke 
Sky walker from the Stars Wars 
trilogy. 




DOfflenmie THE CMS B \^ # 

The objectives of the 20-odd missions vary from simple alf-out attacks, to tougher 
bombing runs in which the Terrans must engage the huge Kilrathi Capital ships. 
Piloting the ship is relatively straightforward, but use of the radio transmitter or tog- 
gling between enemy targets requires pressing various buttons simuitaneously. This 
isn't so easy to do In the heat of a battfel 







ADMIRAL TOLWYN 

Taking a break from being Mr Bad 

Quy, Malcolm McDowell Is the 

stern-faced Admiral of the Terran 
fliiAt naio^ 



MANIAC 







/X^DIrect hits on Kilrathl craft are reg- 
^^Istered as the ship's shield flares 
up. A few more of those and the scum 
will explode in a ball of flame. 



fi^As well as engaging small Kilrathl 
^^flghters, Blair must also take on 
the hefty transport ships. Lasers are 
pretty useless, so switch to missiles 
Instead. 



Instantly recognisable tu 
from the Back to the Futule trilo- 
gy. Tom Wilson is the hotshot 
pilot on board the TCS Victory, 



PALADIN 




Although Paladin doesn't hntun 
in the game Itself, John ffflyb-Da^ 
pops up during Wing Commander 
Ill's intro sequence. 




RACHEL 




f 



Chances are you don't recdgnh 
Ginger Lynn Allen, but sh^s 
starred In porn 'classics' like 
Bondage: A Love Story. So we're 

told. 

HOBBES . ^ 

Hobbes is the Kilrathl outcast wM> 
defected to the Terran ^mh 
Confederates. Best knowifjpr hll 
lead role in the Kitty Kat adverts. 





Victory, you need to 
hold down various 
button combinations. 
This exercise is hard- 
er than touching 
down Itsetfl 





/^Although the cockpit layout of Blair's 
^^space ship Is a little confusing at first, the 

meaning of ail different dials and gauges 

soon becomes apparent. 
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f\ The TCS Victory is a huge ship, but 
there's only a couple of places to visit: 

I Relax with some friendly chit-chat in the 
bar, or get strassod out on the bridge. 



Eekl Some of 
the Gomliat 
missions take 
place in the 
middle of 
asteroid 
fields, so 
watch out for 
massive space 
boulders that 
come tumbling 
towards you I 



^3^The introduction sequence to Wing 
^"^Commandor III Is excellent, detailing the 
Kilrathi assault on the Terran confederatee- 




With its slick cinematic visuals and above- 
average acting, it's ail-too clear where the 
$3 million budget was spent. Wing 
Commander Hi is undoubtedly one of the 
best looking interactive movies with cletir 
FMV clips, impressive cutscenes and fast- 
moving space combat scones. BUT the 
gameplay has been overlooked. Aboard 
the Victory, player interaction is kept to 
the bare minimum, with occasional deci- 
sions affecting the morale of the crew 
rather than aiterinfi the course of the 
game directly. While the combat sections 
are a little more involving, the awkward 
control system and jerky scrolling makes 
thorn a little unplayable at times. That 
said, there's enough variation to ensure 
interest is maintained, and the comiielling 
storyline - which is riddled with plot twists 
throughout - makes WC III considerably 
more enjoyable than most other interac- 
tive movies. 
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/^Blalr takes one too many 
^^Kilrathi laser blasts and winds 
up leaving the Victory in a steel cof- 
fin. Better luck next time, fly boy. 



Once *7 P€ cU}^^ic. iniX tiw ^^mtcfflny doesn't 
ttnnsliitc so wcU onto FloySintion-. Even so 
)/VCUI is ori^initl ainf c^cciicntly irrodncod- 
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Origin finally gets the balance right 
between extravagant cinematic cutscenes 
and absorbing gameplay with its most 
interactive movie to date. 




The lights dim, the curtains drift apart 
and the screen flickers to life. A vast 
spaceship slowly glides across a sea 
of star-speckled darkness, the hum of its 
engines grumbling under the idle chit-chat 
of its crew. Suddenly a swarm of cloaked 
fighters shift into view, showering the 
helpless transporter in a hail of laser bolts. 
Within seconds the hull is ruptured and 
the vessel disappears in a blinding flash 
of light. 

It sounds remarkably like the opening 
scene of the latest Star Wars film, which is 
hardly surprising as Wing Commander IV 
has more in common with George Lucas' 
epic trilogy than Luke Skywalker. Following 
on from the commercially successful Wing 
Commander HI, WC IV is by far Origin and 
Electronic Arts* most ambitious project to 
date. With a budget reputedly nearing $10 
million, Chris Roberts returns to the direct 
tor*s chair to create what is arguably one 
the most gripping games of late. Better 
still, it*s the first game that rightly 
deserves its label of an interactive movie. 



o 
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it's easy to see where Wing Commander IVs $10 million budget was 
spent, as the full motion video sequences are nothing short of breath- 
taking. The game was shot on 35mm film (rather than grainy video) 
using real life sets, giving Wing Commander IV a tremendous cinematic 
quality. Better stilL player interaction during these sequences has been 
drastically enhancedn with Blair have greater control over his future by 
making more life-changing decisions at key points in the game. Mark 
Hamill and the other starring actors also give admirable performances, 
the high level of acting fleshing out the classic science fiction script. 
And, at long last, the Kllrathi have been dumped in favour of a more 
believable enemy. Thank god. 




O Arghl Exploding in a ball of flame your wingman disappears off the short- 
range radar, leaving you to battle the enemy pirates alone. 




O Malcolm McDowell returns as the tough Admiral Tolwyn, Mess with this O The impressive FMV sequences are matched by the rendered cutscenes 
guy and you're out of the flying corps. Colonel that feature throughout. The cinematic special effects are breath-taking.. 
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To run Wing Commander /Vyou do need a beast of a PC. Forget anything with 486 printed on the 
processor, this is undoubtedly a Pentium recommended title that will push your machine to the 
limit. Admittedly Wing Commander IV runs on a 66MHz DX2. SVGA graphics are a definite no-go 
and so the benefits of higher resoiution are lost. For the best results, Origin recommend a P75, 
stacked with 16 IVlegs of RAM and a nifty quad-speed drive. Oh, you'lt also need at least a 16-bit 
soundcard to take full advantages of the game's Dolby Surround Sound. Phew... 




O Mark Hamill returns as Colonel Chhstopher 
Blair, but this time the one-time Jedi Knight and 
all-round good guy has a nasty evil streak. Don't 
mess,.. 



The full-motion video in Wing commander IV may be MPEG quali^, but you'i 
need a monster PC to get it up and running. 
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Like the video sequences, the space dogfrghts f>ave 
been greatly improved, not only in appearance but also 
in their variety. Play on a Pentium and the benefits of SVGA 

become clear. The intricately detailed spacecraft and well-defined cockpits views being more 
attractive and also more functional iJian the graphics of Wing Commander Iff, The frame-rate is sTir- 
prisingly good, although when the larger ships appear, jerk-o-vision kicks in. Worse are the planet- 
based missions set over texture-mapped landscapes. They look staggering, but scroNing stJIl judders 
even on a P133I That said, space combat is hugely enjoyable, although not as satisfying as X-Wing 
or TiE Fighter, both of which run comfortably on lower-end 486s- Unfortunately neither of them have 
WC IV^ brilliant cutscenes. but then you could always buy the Star Wars movies. 



& Like Wing 
Commander 3. 
WC IVs story 
is split into 

> paths that arhve 
at different 
endings. Here 
Colonel Blair 
must choose 
,' whether to fight the 
knife-wielding thug or 
back down from his 
threats. 





O There are Toads of internal and external 
camera angfes to play around with, ail off 
which benefit considerably from WC IVs 
high-resolution graphics. 



® The HUD and other in-cockpjt dials are a lot 
clearer in SVGA, and amazingly the game runs 
fairly smoothly even on a P90. Until you fly in 
close to the brg ships, that is... 



COM 



I 



■IM 



Brilliant stuff. Wing Commander IV is the 
closest thing to the interactive movie 
yet, with breath-taking full-motion video 
sequences and some of the coolest spe- 
cial effects ever seen in a computer 
game. The acting is convincing, the plot 
is weN structured and gripping and play- 
er interaction has been increased, giving 
gamers more control over Colonel Blair 
progress. But enough of WC IVs stagger- 
ing presentation, it's the actual meat of 
the game that counts and thankfully its 
been well fed with prime gameplay. The 
space combat sections have been honed 
to perfection and are much more enjoy- 
able to play, rivalling TIE Fighter for 
sheer enjoyment. The graphics have been 
tidied up too, the detailed SVGA ships 
and defined cockpit views giving the 
game a much-welcomed visual edge. But 
this level of quality comes at a cost, and 
to experience Wing Commander IV to the 
full you really do need a monster PC - 
we*re talking a Pentium 90 minimum, but 
ideally a P133 before the textured land- 
scapes glide smoothly rather scroll jerki- 
ly. If you're lucky enough to own a 
machine of this calibre then fine, other- 
wise playing Wing Commander IV is like 
watching a chess match in slow motion - 
tedious and drawn-out. 




©Okay, Wing Commander IV may not be as interactive as some games, but where else 
can you find cutscenes as gorgeous as this? 



Unparalleled graphics, a superb script an 
finely-honed gameplay make this tiie most 
polished interactive experience on the PC. 
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Another footy game. Once again 
with motion-captured realism, 
fancy shots, and commentary from 
a well-known TV celeb — but 
can Adidas Power Soccer 
outrun FIFA and Actua? 

In a classic example of 'anything you 
can do, I can do better' Psygnosis have 
stuck two fingers up at FIFA and Actua 
Soccefs commentary and motion-capture, 
and thrown both elements into a game they 
hope will kick the pair off the park. Developed 
by a French team, Adidas Power Soccer mixes 
elements of past football outings with several 
new ideas. As such, with the benefit of hind- 
si^t Gremlin, EA and Konami cannot enjoy, 
Adidas Power Soccer contains motion-capture 
throughout, incorporates special shots and 
moves, and enough international sides to keep 
Premier League fans happy. 

The game is viewed from a default side-on 
view, with the camera panning in and out intelli- 
gently and smoothly. With the four facia buttons 
effecting passes, lobs, and shots when pressed 
independently, an intelligent shot system also 
allows the user to pull off spontaneous 
volleys, bicycle kicks and diving head- 
ers by pressing two buttons at the 
same time — with the style of move 
determined by the height and proximity 
of the ball to the selected player. So, once again it is 
time to lace up your boots — Adidas ones this time — 
and warm up with a team Psygnosis confidently think 
can run Actua Soccer and FIFA '96 off the pitch. 




AFS offers a choice of two play styles- Simulation mode offers a bare 
bones football game, which adheres to all the usual rules, and the most 
basic of passes and shots. However, the options screen also plays host to 
an arcade mode, and selecting this jazzes up the proceedings enormously. 
Using US Gold's Fever Pitch as its basis, the aforementioned button com- 
binations replace the bicycle kicks and diving headers for aptly-named 
power shots and miraculous ball control skills — all of which are accentu- 
ated with flames and sparkly effects to differentiate them from the norm. 
Using the X and buttons, for example, unleashes a shot which burns its 
way across the screen, while pressing the square and circle together 
sends the players running across the screen at a pace more akin to The 
Benny Hill Show' than the Premier League. 
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Power Soccer plays host to a number of national 
sides, with the pick of the Premier French and 
German leagues on offer. As such, in the available 
tournaments, cup games or frlendlies, it's possible 
for the likes of West Ham to rub shoulders with 
Bayern Munich, while Norwicfi battle it out with Paris 
St. Germaine. Due to license restrictions. Psygnosis 
are unable to use players' names (and in certain 
cases, team names — London Highbury, anyone?), 
so Andy Cole has been replaced by a badly-spelt vari- 
ant, but we haven't had a chance to see how they've 
spelt David Seaman's surname. 
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One of the funniest things about watching Actua Soccer in action was the way the players 
stopped after their animation cycle had finished. Dennis Bergkamp, for example, would be 
winging his way towards the Brazilian goal before letting loose with a long pass — but as 
soon as the pass was made, his arms would fall to his side and he'd stop in his tracks as if 
his strings had been cut! In APS, the developers have maintained the motion-captured anima- 
tions throughout. Even if a player isn't on the ball, they hop about in the background ready to 
receive it. while recently-fouled players hobble away from the free kick area. This attention to 
detail even extends to the goalkeepers, who react extremely realistically — going as far as 
sticking a leg out in the hope of blocking a shot If they can't get a hand to it. 
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COMMENT 



With FIFA '96'% reign as the premier 
PlayStation game lasting barely a month 
bofore losing its crown to Actttn Soccer - 
now Gremlin find their title knocked from 
the top, as P&ygnosis weigh in with a 
stunning mixture of arcade playability 
and realism. Forget all past attempts at 
motion-capture, the movements in APS 
are without comparison, with players 
turning beautifully before launching into 
a number of easy to effect volleys, head 
ers or tackles. Similarly, while the action 
isn't as fast as that of Actua, it hangs 
together as a better game, making for a 
tighter passing game rather than dull 
end-to-end runs. With icing on the cake 
in the form of Brian Moore's commen- 
tary, an intelligent camera system, and 
two play modes. Adidas Power Soccer Is 
quite simply the new footy king. And 
long may it reign. 




L 



1^ 



i\m 



m 



:=< 



f^^ 



lO Ool He let that IP icon slip right past him, 



G<Tf^^{^4- ■-- 



the opinion ^li^^iin on 



the PC 
..t s»wi> 

otd i:,inic* 






noM 





^ 





i*T- 



-7 




AVAILABLE NQW 
OiOOTHERVfRSIDH 
PLANNED 

• hDOTHERVtRSLDH 
AVAILABLE 

• SlDRACEaCDS 

• PUBLfSHEDSY ACirVISION 
TELjOIB) JitZ 9«il 



Activision's innovative strategy game is 
better than realistic - it's as good as 
actual, as our spies were quick to learn. 

atellite surveillance, double agents 

and long beige macs. No, not the 

script for the next Bond movie^ but 
Activision's new strategy adventure game. 
William Colby, ex director of the CIA had a 
lot of input to make the plot as authentic 
as possible. He also makes his acting 
debut in many of the video clips through- 
out the game. But there's so much more 
to this than Colby's, er, pretty face... 
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Use the game*s simple interface to find your way 
around tlie world. Visit cities liite New Yorit, Tunis^ 
London, Heidolborg and Moscow on a journey 
through international espionage. You even get your 
own office at the CIA headquarters in Langley. 
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Ttiere ate loads of sub games to tease your 
brain, Shanghai II is an fnfurtating solitaire type 
game you must solve before progressing. 






Decoding encrypted m< 
Is a breeze using the CIA code- 
break program. If you've got 
about 500 tHMirs to sift through 
the vast database, that isl 
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Beowulf, eh. What a classic. 
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UtincE the CIA central database you'll be called on to 
create Identikit pictures of possible suspects. 
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Long thin face-. 
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Straggly hair... 
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hollow sunken eyes. 
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Hang on... That's Ed that is. 
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Intellitk Is the communications Interface that will 
guide you through ttie game. From here you can view 
video, data and vofce mall messages from other 
agents. Using the wablink you can access a dedicat- 
ed web stte that's been set up. 
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'Kennedy Assassination Tools* Is a program that helps to pinpoint the origin 
ef a gunshot and nail your man. In this case It was Cofonel Mustard In the 
fiallroom with the candlestick.. . I think. 
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Some of the familiar faces 
hand to offer friendly advise. 
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Locate the bullet holes... 
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<^ Satisfied that this Is the spot? 
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Ine them up with where the 
victim was standing... 
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O Let's check that against the 
bullet's trajectory once again. 
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Activision obviously went to great pains 
to produce an authentic plot, but sadly 
this translates into a rather slow game. 
Let's face it, we don't sit in front of a PC 
all day because we have to. Working my 
way through volumes of wordy personnel 
records to discover what brand of ciga- 
rette the bad guy smokes is not my Idea 
of a wild time. I'd rather just blast a hole 
through hJs head and have done with iti 
A great idea, nicely put together with 
slick graphics and some pretty nifty sub 
games. But two hours into the plot and 
was ready for a hot chocolate and an 
«a.y night: ^^_^^^^ ^^^^_^_ 
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And hey presto. There's your man 
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Hello... It's Ed again. 
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Want to donut expensive cars? Want to 
sideswipe the law off the road? Want to 
collide head-on with grandads? Want to 
up to over ZOOmph and put the handbra 
on? Where on earth can you do that? 

It's the 3D0'5 best driving game by far, and 
it's also mighty Tine on the PC. Now it's 
coming out on the PlayStation and it 
looks better than ever, but can it possi- 
bly do well against all of the PS's 
other incredible driving games? Well, 
The Need for Speed boasts that it's 
got one of the most realistic driving game 
engines, as well as featuring 
full 3D renditions of lots of 
expensive cars* And the 
crashes... 





O Tills is good fun. Put the car In neutraV and rev the 
engine up, then slam It into first gear and spin around 






BREAK IT! BREAK IT! 

The best things about The Need for Speed are the 
spectacular crashes. In fact, it's far more fun to drive 
very fast and cause massive pile-ups than it is to race 
senously. Once you've caused a crash, call your friends 
over to watch the replay and give you a rating depend- 
ing on the number of cars involved and the speed of the 
crash. Bonus points are gained for involving police cars. 
The office record is seven cars, including a copper. 
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HONEST EDDIE'S QUALITY AUTOMODILES 



There are 10 regular cars to choose from, and they are all supposed to be totaHy accurate in their 
handling. As weH as being able to drive the cars, players can watch film of each of them driving 
about very fast, as well as reading pages and pages of statistics. Fans of the cars will adore this 








J remember the 3D0 version of this when 
it first nppoared, and how amazing it 
looked. Obviously^ the PlayStation version 
has got no chance of causing such a 
storm, seeing as the graphics are only 
slightly enhanced from the original, but 
it's still just as much fun. The frame rate 
is only slightly higher than before, but it's 
fast enough to give an excellent 
impression of speed. Though the regular 
playing modes aren't going to last anyone 
forever, there's always going to be some 
fun to be had from driving expensive cars 
at ridiculous speeds, and then crashing 
head-on into innocent drivers! The cars 
apparently handle just like the real things, 
meaning that they take some getting used 
to as they don't feel like any other driving 
game. One problem is that it's not possi- 
ble to turn the view around when you turn 
the car around - the "camera" always 
points the same way down the track. The 
main downside is that it doesn't really feel 
like a racini^ game - it's a casual drive 
around until you crash. Anyhow, though 
it's not one of the best games around, it's 
great fun - especially with a bunch of 
friends - and fast car freaks derinitely 
won't be disappointed with it. And the 
music's rockin'! 
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MORNING, NOON AND NIGHT 

An added bonus is that It's possible to choose the time of day at which you 
want to race. Choose from Morning. Midday or Evening, though there are 
vanations on each of these available by playing on the three stage courses, 
as It gets further though the day as the race goes on. 








While It's ttot the fre^pgomWPVIFff's 
e&irtaiitiy got enmtgh m ii to irlease hoth 
speed demons ifitd car ctrthusia^ts aiike. 



^^ 



I 




This is a screenshot from 



« 



DJ 



ME} 



J 






"K "^l 




r 



ill 



i&j 






^ 



« 



< 





the new 



J 



J*-"' 





1 
J 





JJ 
game only on 



JJJ 



i 



3M2MI 





t^, 



dfi'- 





Good, isn't it? 



...If you want to see more fab screenshots, you' 
only find them in the SHADOWS OF THE EMPIRE preview 
in this month's issue of NINTENDO MAGAZINE SYSTEM! 



BUT THAT'S NOT ALL! 



32-BIT COLOUR GAME BOY 

s this Nintendo's best-kept secret? 

KILLER INSTINQ 2 

- The essential playguide from the pros! 

RARE-VELATION! 

- The Donkey Kong boys reveal their new game! 
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The PlayStation's finest game arrives on 
Saturn. Can it possibly be better b 
than before? 
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Wipeout practically sold 
the PlayStation when it 
first came out, as it 
was by far the most impressive and exciting 
game available, in fact, it was considered 
by many to be as near to perfection as pos- 
sible, and lots of people still think that to 
be true. It was also thought that Wipeout 
would always stay a PlayStation-only game, 
seeing as Psygnosis are so closely linked 
with Sony, but it's really here. On Saturn. 




THE DIFFERENCE ENGINE 

As much as Saturn Wipeout should be taken as a ^me on Its own^ it's still a conver- 
sion of the PS original. Also, there aren't just differences In the graphics - parts of 
the game play slightly differently, too. Other than these th^pg^l^doii't worry. 
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The shield in PS Wipeout is 
made with a tran^ucent layer 
of colour, making it look like 
It's surrounding the ship. 



The sky fs a strange warping 3D 
model above the track, which 
bends and moves around like 
low cloud cover. 





When Jumping off the ramp at 
the end of Terramax, holding 
Down on the joypad tets you 
get th&s far through the air. 



The smoke trails coming from 
the missiles appear as nice, 
translucent flares. 



The shietd on the Saturn 
version is made up of lots of 
coloured dots, giving it a 
all^tly speckled look. 



The Saturn version's ^ty is 
flat and moves around from 
side to side In the distance, 
only with a slight shlmme^ 
ing effect. 
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On the Saturn ft's possMe to get 
this high off the ^oundf whereby 
the ship skiwfy Mis to the noov. 
It's more like flying a pian& 



On the Saturn, the missiles 
look weird because the smoke 
Is made up of speckled white 
rings. 






ire are six main courses on whfch to compete In IWpeouf, as well as 
the special bonus track, Rrestar The regular racing class is 
"Venom", but the "Rapier*" mode can be accessed once the cham** 
piofiship has been won. This doesn't Just make the game harder - 
It makes It faater, as well as changing the appearance of the track 
by altering the time of day and adding some other lighting effects. 






Venom Altima VII is set at night... 



O *..But It's during the day in Rapier mode. 
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Q These green 
statues are lit 
differently in Rapier. 

O The tunnel up 
ahead Is lit with 
strong red lights. 



J The track in 
Venom Is ii^it grey, 
with no lighting. 

O In Rapier modOf 
the track's darker 
with coloured lights. 



Q Korodera'5 a 
darkf industrial zone 
with a dirty skyline. 
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^> The sky and 
scenery are much 
nicer in Rapier. 



Q Arridos IV looks 
groat in the middle 
of the day... 

9 ...But It looks 
much better with the 
sun sotting. 



The daytime sky 
fits well with the icy 
V scenery. 

O In Rapier class, 
the Northern Lights 
can be soon. 
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(^ You can see how 
tricky FIreStar is ^^ 
from tho map. ^H^ 

w These sections 
have got excellent 
lighting effects. 
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e cooies. 
ipeout was the music. The Saturn ver* 
sion's got all of the brill music which was 
one in4iou5e (Cold Storage), but the 
hemical Brothers, Orbital and Le~ ~ 
'ocks have been repiacedK One of t 
new tracks is good and it blends 
into the game well, but the oth4 
o are a bit poop. 
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I bought my PlayStation on the day of 
release just for Wipeout, and 1 think it's 
still one of the best games going. The 
biggest problem for the Saturn version is 
that it's going to be compared to the 
PlayStation game so much, and that's 
where it's going to lose out. Everything 
is worse than it was, most noticeably the 
useless handling of the ship - it really is 
a rough conversion of an excellent 
game. The actual racing's very fast, 
faster than the PS version, though the 
jerky frame rate makes it tricky to see 
what's going on. Also, the handling's 
changed but the courses haven't, ruining 
the perfect difficulty curve. For example, 
when flying in the Feisar (sharpest steer- 
ing) on the Siiverstream course, it's not 
possible to get around the course with- 
out hitting the edge, therefore it's VERY 
FRUSTRATING! However, there are lots of 
people who haven't played Wipeout 
before and they'll think that this is 
great. But those hoping for the PS game 
on their Saturn will be disappointed. 
Sorry, but it's true. 
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The Introduction sequence shows the start of a F3600 race 





A cli}ssic iinmc which hns lost ^ lot of the 
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Robot war fames are THE thing at the 
moment! WeVe got Gun Griffon on the 
Saturn, we've got Krazy Ivan on the 
PlayStation. Weil, maybe not that one. But 
we have got Terra Hova. And it kicks metal 
mutha ass! 

The programmers or these robot games, 
who are they trying to kid? They 
always make their games seem so 
serious. Strategic battlefields filled with 
enemy emplacements and targets to locate. 
Cue plenty of made-up technical jargon and 
important-looking numbers flashing on 
screen. If we wanted a serious wargame 
we'd buy a flight stm or a helicopter shoot 
'em up- When we buy a robot game, we 
want A ROBOT GAME!! We want to stomp 
around in a huge hydraulic ass-kicker, 
boosting from mountain to mountain on our 
jump-jet legs and reeling off skull-sized 
cannonballs from chainguns mounted to our 
forearms. And when we're done trashing 
the planet, we want to jump straight off it 
and find another one to boot around like a 
football! That's what robots are about, and 
by God that's WHAT WE WANT! Looks like 
we've got it too, sonny jimbo! 
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Trust us, If you've ever fancied stomping around in rol>ot-battie armourf you've wanted it to be LiKE 
THiSI Tena Nova has every robot-power you could ask for. It makes iron Man look iike a gold guy in 
his underpants. Justtakea look. 
For a start, the control system is fiendishly Instinctive..^ 
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Your left hand 
controls a square 
of keys, whicli 
instinctively 
allows you to 
run in any 
direction and 
twist your head 
left, right, up or 
down. You can 
even side stop and 
back-jog. 



With the mouse in 
your right hand, you 
can swiftly move 
the sight around 
scree n^ targot- 
ting enemies, or 
clicking on the 
display windows 
to change 
weapons, lock 
onto map locations 
or speak to troops. 
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Robots don't need carrots to •«• In the dark - they Juet twitch 
to InfravlsJonT On some nltfhtlme scouting missions you have to avoid 
confrontation altogether - sneaking around nlnja*style and firing off 
electro-magnetic pods, to light up the enemy on your radarl 
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INFRAVISION! 
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What's that ahead? ScreamI 



Q M, they're trees. Heh. 






You can leap from mountain to moun- 
tain, thanks to your robot-suits hydraulic 
Itgs. Excellent for admiring the view and 
leaping out of trouUel 



O You don't have to peep through a 
minky lettertiox slot. Full-eereen goggles 
and a brillHant 360 display can be 
switched on and off wtth easel 



WOAH, JUST HOLD YOUR HORSEPOWER! 

Okay, it's not Just a free-foMill roiwt riot, at least not 
h the main game. There Is a plot and In It you play a 
■un called Nikola. Don't worry, It gets letter. You're 
the squad leader of Strike Force Centauri - a team of 
rolH>suited soldiers enlisted to protect the citizens of 
Centauri. In other words, you get shipped from planet 
to planet to kick evil pirate ass In your l>lg robot bat- 
tto armour. There's a bit more to It than that, including 
some hefty intrigue tl>at unfolds through the atmo^ 
Fherk FMV Intermissions. But you don't need to worry 
about that. All you need to Imow Is what your next 
mission Is - and then you Jump out of the dropship 
lumgar bay. Yee-haahl 




Q Ho, you aren't thia 
ugly, TMs Is your suit. 




Once you've 

completed a mission, 

you can call on your 

dropship to come and 

pick you up. Q 

Once it's landed, Just 
tell them to open the 
hatch and you're In. A 
nlstlon well donel Q 
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It Just keeps getting l>etterl You even get remote camera drones to controll 




O They're launched like 
grenades and can l>e 
steered or sent to a 
locatloni 



O Heheh, look Fve 
steered this one back so 
It can see me. There I am 
on the displayl 



O Banzai, I've blown it 
up. Never mind, plenty 
more where that came 
from. 
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Vtou*r« m squad loader, rl^ht? So that means you've got a squadi Up to three Strike Force 
members can accompany you on missions^ Including demolition expertSf weapons 
specialists and electronic engineers. Wtiat's more, you can baric orders at themi 
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O The left display box calls on individual 
members of your squad. Sheesh, theyVe an 
ugly bunch. 



Q Tell 'em what to do. Send 'em off to do 
ail the dirty worh if you want. They belong 
to YOUl 



Q That's riglitr let them talce the pain. 
Haha, you can Just stand and watch - 
prince with power over mliilonsi 



^^ WEATHER ME BAD! 



Ah, tlie life of a rob<Hsuited warrior godi One day you're freezing 
yeur wingnute on the iceworid of Fridgia, the next you're a boiling 
tin of human flesh on planet Sun, Tlie weather conditions in Tens 
Pktvm are partlculariy good. During lighting storms, you can even 
count the time between the rumble and the flash to work out how 
far away the stcnm Is and whether it's coming or golngi 




Night storm 






AR, NICE BIT 0' SOIL, DAT! 

Coming from Looking Glass Technologies (who brought us Flight 
Unlimited) you'd expect the landscapes to be impressive, and they 
arel Tliey really stretch off as far as the eye can see tool You can 
run off to any hITI you see, no matter how far it Is. in fact, some- 
times you need to, when hordes of evil alien pirates are after your 
Itnackered rolKit-blde. 
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Hhts Move doesn't have a ilnk-up feature. But never fear, because 
Leekiiig Glass intend on bringing out a network patch later this 
year, allowing multi-player robot frenzies. This should prove brilliant 
as players can Join In squads or have one-on-one battles. The 
Random Scenario Builder already In the game gives a taster of what 
an all-out roboftst feels like, as you set up the weaponary, terrain 
and enemies as you detirel 



Are you gripped iiy robot fever yet? Weil, perhaps a final taster of 
The Battiesult In action will convince you of this game's top robot 
actlonl On this level you have to Intercept a pirate weapon convoy 
before It reaches the enemy base. Let's go! 
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Q Teuchdownl Now head 
te the Interception point 
quicklyl 



O Uh oh, pirate scouts 
have spotted your squad. 
Target and destroyi 



O Area secured. And Just 
in time - here comes the 
convoyi 



O The trucks mustn't be 
harmed. Easier said than 
done In a flreflghtl 



Q No trouMe, ril take you 
all onl Hey, the trucks are 
escaplngi 




You get three types of robot suit to 
choose from. This Is your stealth scout one. 



O And this Is your rock-hard battle armour. 
Slow, but It's like a tank with legs. 




COMMENT 



Tve been waiting for a good 3D robot 
battle game to come out ever since the 
impressive-forthe-time Battlecorp on 
Mega-CD. Krazy Ivan certainly wasn't it, 
and just when an excellent offering in 
the form of Gun Griffon on the Saturn 
arrives, [ get totally distracted by Terra 
Nova. It's excellent! The programmers 
have obviously always wanted to roam 
around in high-power battle armour, 
because they've included everything you 
could possibly want n a real robot war- 
suit. Masses of deadly weaponary on the 
arms, excellent hydraulic jumping power, 
drones, multiple cameras and running 
power. And it*s not complex to control at 
all. Im not a big fan of PC 'sims' that use 
a million keys - fortunately Terra Nova 
is extremely simple and obvious to pilot. 
What's more, ordering your troops around 
- getting them to clear the area, repair 
your suit, head for targets - is excellent. 
You can even do it on the fly, and you 
need to, because the missions really are 
warzone madness! Add to this, brilliant 
surround sound and a good plot atmos- 
phere and this is the best game of Its 
type I've played. I can't wait for a net- 
workable version, so I can blow Lomas 
into metal trash! 



Q They're getting away, 
MRst u-use Huniping 
boots to r-reach the ml 



O Phew, Just In time! 
Another Job well done for 
Robo-TomI 



O Now Just call the dro|h 
ship and head for the 
pick-up polnti 
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pl^ynbte one around! You ca 
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I hnxB scored 5. 
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The sequel to one of the greatest games 
ever hits the PC with loaos of new 
features! Anti-gravity hi-speed laser death 
in Descent 2! 












escent has bocome a classic PC game. It was 
[placed alongside Doom as the greatest 3D 
shoot 'em up available, and many people feel 
that it*s THE best available. Now that Quake Is on 
the way with a similarly 3D game engine, Descent 2 
Is released. Is it enough to keep It near the top of 
the heap? Just don't forget your sick sacks. 
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^bne of the more major enhancements to Descent 2 is the new Guide- 
Bot. He's contained in a cage somewhere in each of the regular ieveis, 
and when released wiif search out any items you request. For exampie, if 

■ you're desperate for a shield power-up, bring up his list of commands ^^ 
and send him off in search of one. He can also find enemy robots. ^M 
hostages, the exit, the reactor - anything' ^* 
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ENER.GY TO SHIELD 



M 

Some of the new items and weapons 

available to Descent 2 pilots are really 

ciever. The Energy-to-Shield Converter, 

for example, which transfers any energy 

in excess of 100 to the ship's shield 

unit. As well as this there are 

headlights, afterburners (a bit like 

having a "run" button), a new Super 

Laser (up to level 6), a Gauss Cannon 

(powerful Vulcan Cannon), Omega 

Cannon (mega powerful), Phoenix 

Cannon (bouncing shots). Helix Cannon 

(mega Spreadfire). There are also loads more missiles and bombs, giving 

pilots a better chance against the all-new enemies. 








Markers can be 
dropped 
anywhere Is a 
level, and a line 
of text describing 
the area can be 
left with each 
one. These aren't 
only useful for 
remembering 
where you've 
been - in multi- 
player mode, they 
work as 
surveillance 
cameras] 





By the way, veteran Descent players wanting to cheat are going to be a bit 
annoyed. Anyone trying the GABBAGABBAHEY cheat from Descent 1 w\\\ soon 
find that they'll get something horrible done to them as punishment! BtastI 




O This bit's a bit triclty and i'm not <foin£ 
very weir. I tiilnlt i'ii snealtiiy cheat to get 
some extra goodies.,. 



O ...what? ""Talte that cheater!" it says as 
it reduces my energy and shields to II 
Darn, it's a stupid game anyway. 





Whenever a missile is ftred, a small box 
appears at the bottom of the screen showing 
where it's gone. It's useful for seeing where 
homing missiles go once they've gone round 
corners, and it looks pretty coof. 




O lighting Jn Descent 2 is impressive too. 
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0...as you can teli by shooting the lights. 
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^et the top score and enter a quotoll Wowl! 





0...which maltes the ievei ail dark, like. Brili! 
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O This is the reactor which has to be 
discovored on each stage. Shoot it lots and... 




O ...it blows up! You then get a short time to 
find the exit door (beiow) before you're toast! 
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i iilce Descent. The total-3D game engine is 
stiil one of the most impressive around, 
^ind the feeiing of compietc immersion 
into the game is fantiistic. Donccnt 2 is 
very easy for players of the original to get 
into, seeing as the control and style of the 
game is Identical, but the new features 
become apparent straight away. The Guide- 
Bot is an excellent idea, although it's not 
that useful at the start of the game, 
unlike the incredible new super weapons! 
Though It's not a particularly bad thing, 
the game is pretty much identical to 
Descent, and with the number of homr> 
made levels available for the orrginal on 
the internet, Descent 2 doesn't seem 
quite so worthwhile. The new features 
make up for this, however, with lots of 
things which weren't possible in the first 
f^'ime. The multi-player mode of Descent 
was one of the best parts of the game, 
and a load of enhancements to this area 
make Descent 2 worthwhile for network 
players. The original's got a massive 
following and Descent 2 wHI appeal to all 
of them instantly, but some people may 
w.int a bit more from a sequel. I don't - 
it's brilliant. 
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This scrap with loads of enemios in the tunnel is easy with the Plasma Gun. 



^ iti£t<isive cheiafi-e fraiti the 
on^iifmnsffcscent 2 ^dds enmi^h now levels 
itml fioad fcittutes ta make it ivaui^he 
money far fans of SO shoeters. ^"""^ 
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irtual SnooSeTTs tl^e follow up toTast years successful and 
brilfiant Virtual Pool. The game's best feature is the way 
that the mouse is used to hit the cue ball by stroking it as 
you would a cue, giving a more realistic edge to the game. 
Also, the game's presented by Steve Davis so there's lots of inter- 
esting film of him playing snooker, as well as lots of tips on how 
to play the game. The biggest problem with Virtual Snooker is that 
it's totaHy identical to Virtual Pool - even down to the one annoying 
fault with that game: When the cue ball is on the cushion, players 
can still put bacKspin on the bait by hitting though the cushion. It 
would have been sensible to fix this. Also, snooker doesn't make 
quite as much of an exciting video game as pool, so Td recom- 
mend Virtual Poo! over this- But it's still good. 
ED LOMAS 
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^^^V h*le it's always claimed that Primal Rage was a sticcessl 
^1' coin-op, no-one's ever met somepne who tikes ft. The best 
^^A features of the game were it's unique stop-motion dinosaur 
^^*" graphics, but even those have been totally ruined m the 
S PlayStation version. The characters appear to have been made up 
from three colours, making them look like Mega Drive graphics, 
and the animation is awful. Dont be fooled by the pictures on the 
box - they're from the arcade version. The slightly dull game play 
of the original has also been ruined, making for a slow, jerky game 
which should really have been forgotten many years ago. The best 
feature? The sounds that your buttons make on the high score 
table. Other than that, it's a total wase of money, and even the 
arcade fans will hate what has been done to it. Crap. 
^ ED LOMAS 
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A disappointing conversion of a not-«o-Tiot coln-op. 
Even fans of the coln-op will find this a let down. 
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umour in games Is a gootTlhing. Excepfln'K/ngdom '0 
/Wag/c, where it's so apallingiy unfunny that it can put any- 
one off from ever wanting to play the game. The "humour" 
question ts the sort of thing that you'd expect to find in a 
late-night Australian low budget sketch show. The graphics are all 
rendered, though some of the characters look like plasticine models 
made by five year olds. The characters are all poor as well ■ Shah- 
Ron the Girlie, the camp hairdresser in pink, the saluting German 
wig salesman in a Nazi uniform - in fact, the game could weil 
offend many people with its poor taste. There are some interesting 
new features which save the game from being totally useless - the 
time of day changes and some things only happen at certain times, 
and characters move around with items. It's hard to play without 
cringing, though there are bound to some freaks who think that it's 
funny, and therefore worth buying. That's not very likely. ,^_ ED LOMAS 
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^^_ t one time Atart were having serious talks with Virtuatity 
^H ^ ' Entertainment Ltd, regarding the possibility of a VR headset 
^V ^ for the Jaguar. The proposed game for release with that 
^^^ peripheral was to be an incredible remake of the 1981 clas- 
■ sic Missile Command. Well, the headset didn't happen, but the 
thankfully the game has - albeit In conventional 2D. All told it would 
have been a crime not to. Missile Command 3D aimost singlehand- 
edly repairs the Jaguar's wounded reputation by offering two pro- 
found variations on the original game - which is also included. 3D 
Missile Command is ptayed in exactly the same way as the classic 

I original, only with great new visuals and fX. But it's Virtual Missile 
Commar]d, which places you inside the three bases, and offers a 
' cool range of power-ups, which really brings the game bang up to 
date. If you^re still into Tempest 2000, this is a cool atternative. 
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'^ Look! A respectable Jaguar game! Tho solar flare 
lookfi ospoclally excellent In the Virtual MC mode. 
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I he orginal Brian Lara Cricket gBUie sold Tar more than any- 

Wone could have possibly imagined. In fact, it stayed at num- 
ber one in the UK charts for 10 weeks In a row last sum- 
mer. Because of this^ there's now a 1996 upgrade. The 
new leatures Include a practice net. county teams, different tour- 
naments, varying weather conditions, dropped catches, etc. The 
game is obviously not aimed at owners of the original as it's so 
similar, and the new features definitely don't make this worth buy- 
ing as well as the first game. Some of the new features are just 
annoying, too - the overthrows, for example. If a player presses 
"A" to throw the ball to the top end, occasionaliy the ball will be 
thrown in the opposite direction and off for 4 runsf The music 
stinks, but the new features make it worth buying over the first 
game if you haven't got either, and it's jolly good fun. 
ED LOMAS 
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a It all looks just like real cricket to 
us. And Ed loves ft. 
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e previewed Dut<e Nul<em 3D in issue 171 and said how 
promising the game could turn out to be. and now that the 
shareware version's available, our inittal reactions have been 
proven to be true. All of the good points of Doom have been 
included - blood, death, excellent 30 graphics, quality sound, 
guns, puzzles, aliens - everything that made that game so good. 
The best part of Duke Nukem is that the first versions were put on 
the internet and players were asked to suggest ways in which it 
couid be improved, and the results show! Plenty of extra features, 
[Ike a view from behind the player, mouse aiming and foads of 
excellent multi-player modes mean that it's Brt excellent game for 
Doom fans who want something other than Quake. The high resolu- 
tion graphics are a lot more advanced than Doom's, but without 
being so advanced that they need an extra-powerful PC to run 
them at a sensible speed - there aren't the f[oors-above-floors 
which stow games down a lot. Since the 
very early version (which was reviewed 
by some people), the shotgun has been 
complelly redesigned, as we said it 
would, and now looks like a rock-hard 
death gun rather than a grey banana. 
Anyhow, 3D shooter fans - and there 
are lots of them - will love the original 
ideas and it's well worth a look by 
everyone. Look out for a brg review of 
the final shop version soon In CVG. 
ED LOMAS 



" The scene here takes place under- 
water Almost as effective as Quake. 
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T^ orms fle/r)forcem"ents Is'an'oTncTaT'dpgrade pack for one of 
the most popular games around. It offers the chance to 
A customise their games more than beforen with level and 
sound editors, The'latter of these is the best, as it automatically 
converts all sound samples to worm-like voices! Other new fea- 
tures include time-delay mines, booby-trapped weapon crates, 
super versions of the existing weapons, a properties editor (gravity, 
friction, etc-), various remixes of the theme tune (rock, dance, etc.) 
and many more. There's a totally new weapon - the Mole Bomb - 
and others are enhanced. As well as a\\ this. Worms can be played 
on a network, by modem or by serial link. Most of this cound have 
just been put on the internet for free, and they don't really add all 
that much to the game, but to the many fans of Worms, it's plenty. 
ED LOMAS 
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A's NBA Live series has become one of the conection 
sports games to get an annual upgrade, so the "96 version 
was onty to be expected. The big thing about this version is 
that it boasts EA Sports' Virtual Stadium technology, giving a com- 
plete 3D arena in which to play. The courts are all reflective, like 
the PlayStation's Totai NBA. and the actual sports hall looks better 
than that game - but the downside is the characters. They are all 
sprites, making them look slightly out of place on the 3D court, 
and they're not particulady detailed either. The game plays fairly 
well, using a concise three-button control system, though the play- 
ers don't do quite as much as they should. There are loads of 
options and features, and B-Bail fans may like it, but it's really Jusl 
another PC sports sim which Isn't quite up to scratch. 
ED LOMAS 
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After the success of Jam: TE on just about e'^jery single for- 
* \ mat, there was every hope for the Jaguar version to suc- 
^ ceed. Of course you already know that it hasn't. Question is 
why - given that the Jag is more than capable of handling the 
game? Well it's all down to a different conversion team. Instead of 
the Iguana, Atari gets High Voltage, who seem to have attended 
the same music college as Miracle Design (Atari Karts) - ie bad. 
Plus the graphics are little better than 16-bit. While the gameplay 
escapes largely unscathed, it's none too smooth either. Despite 
the promises made on the back of the box, this is not arcade-quali- 
ty. For that you should look to the PlayStation. It's good to see 
Atari still supporting their machine with a new Team Tap multi-play- 
er adapter, but it's a waste on this game. 
PAUL DAVIES 
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^K^ Such fun that even non-wargamers are likely to find them- 
Wselves hooked. " That's the quote from Computer Gaming Wodd on 
^the back of the box. Goodness knows who they are» but they're 
"bloody liars, because this is one hardcore strategy game. Set in 
1939. This puts you in the stomping boots of a German General 
and gives you the opportunity to march across Europe and wir^ 
I World War II, Cool^ eh? If however, youVe expecting plenty of awe- 
' some battle scenes, you're going to be a bit disappointed. Imagine 
instead, a board game of the World covered with hexagons and 
lead sotdiers, with a tape playing cannon sounds in the back- 
ground. The thing is, I did find it fun. If you enjoy global domina- 
! tion-type board games, you may well like this game, 
TOM GUIS£ 
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t PosH]on your troops In the befit possible strategic, 
er, hexagon box... and think of homel 
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Wl j ith so much attention on Capcom's Resident Evil, it seems 
■ everyone ts forgetting the company who originated this kind 
Wkj of game - Infogrames. Aione 2. originally released in 1993, 
r fs more action-based than the first adventure. Central character Ed 
I Canby Is Immediately confronted by a Punch of bogeymen, armed 
to the teeth witti murderous intent. While Ed is busy taking care of 
those - equipping himself with guns discovered as he patrols a 
spooky mansion (sound familiar) - there is the mystery of Jack the 
Pirate to solve. Conundrums are intnguing, the plot is involving, but 
the gameplay is showing its age. Ed moves slow, and ts clumsy to 
controL The applied textures are scruffy-looking, and the music is 
^ quite dreadful in places. Some players may find the storyline worth 
; the trouble, but three years down the line, AiTD2 struggles. 
PAUL DAVIES 
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t oodness knows why, but Sega are responsible for bringing 
H F this game out over here. Madness when you consider they 
^^ have the greatest 3D beat 'em up in the form of VF2. 
W/t Toshtnden was an interesting title when it was first refeased 
PEn PS at the end of 1994, due to its impressive textured 3D. But 
I when we reviewed the Saturn version on import a few months 
I back, ft was clearly put In its place. Even if the graphics on Saturn 
l^rsion matched those of the PS (whtch they don't) it still has poor 
gameplay This was really drummed home to us when we got to 
grips with Tosiiinden 2. which suffered from the same laborious 
I limited feel. We weren't honest when we gave Toshinden S 76%, 
I especially considerfng the alternatives available. So lets redress 
■ the balance: Toshtnden S isn't awful, It's just no good. 
TOM QUtSE 
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iashb3ci<. That's the first thing anyone will think when they 
_ play this game. The graphics and style of are almost identi- 
H I cal, and they come out pretty even with one another In 
y terms of game play. All of the characters and enemies are 
excellently animated, and they're all made from rendered 3D mod- 
j efs, meaning that they look very realistic. The sound effects are 
! worth mentioning, as they add lots to the already brilliant atmos- 
phere. Some of the puzzles are a bit obscure, butt like Rashback 
and Prince of Persia, they can all be overcome with a bit of 
thought. The control of the main character is exceilent, and after 
only a few minutes of play, it's possibie to make him do just about 
anything without thinking about It. The game Is very big and there's 
always something happening, unlike many other games like this. 
This IS an exceilent buy. 
ED LOMAS 
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Are you one of those people that 
can't pull off Doink's joy Buzzer, or 
maybe you just can't get to grips 
with Bam Bam's Pogo Piledriver? If 

you're one of these people, then 
don't be disheartened, read the 
following pages and everything will 
be alright. 

The moves that we've printed are those that have 
not been listed in the WrestieMania manual. Some 
of the moves in the manual can get multiple hits, 
and we've listed those as well. 

Note! Bam Bam Bigelow and Yokozuna are not fea- 
tured in the SNES and Mega Drive versions, and some 
other moves don't work on the 16-blt versions. These 
moves are marked. 

THE ART OF THE SUPER COMBO 

You may find it hard to fully understand how the super combos are activat- 
ed, so here's an explanation. 

Let's take Razor Ramon's 24 hit combo. This is done by pressing PP> P, K, 
PK, PP, To start off, your combo meter must be flashing, now lock your 
opponent Into a head hold. Before pressing the sequence of buttons, tap 
Towards twice. 

Now quickly tap Power Punch, this starts the combo with a series of 
punches. As soon as this starts, quickly tap Punch. This will cause Razor 
Ramon to kick his opponent. 
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The Joy Buzzor Ctiargo P for 

three seconds, 
release. 

Boxing Qlovo Punch P quickly 




HoadDivo 



Joy Buzzor 
Hammer 



D, D-kPK, then 

tap K to repeat 

move 

QCT+P 

T, T+PK, then 

tap K to repeat 

move 



19 HIT PK, PP, P, PK, K 

18 HIT PP, PK, K, P, 

PP, PK 
IS HIT PK, PP, P, K 
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< speed tip your player, roll the I>-Pacl 720 decrees 
r opponent, this can be done once per match. 
(DO£S NOT WORK ON 16-BIT$) 
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Once the kicking has started, tap 
Kick, this will start the slicing 
motion. Follow up by tapping 
Power Kick, this will start the Rug 
Shaker move, now just keep hit- 
ling Power Punch to repeat the 
move. 



KEY TO MOVU 


T 


Towards 


A 


Away 


D 


Down 


F 


Forwards 


PP 


Power Punch 


P 


Punch 


PK 


Power Kick 


K 


Kick 


OCT 


Quarter Circle Towards 


QCA 


Quarter Circle Away 


I 
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Choko Hold QCT+P 

QHm Reapers QCT<^K 

Dizzying limaporm QCA+K 
Tombmtono SinasA T, T+PK 

then tap K to 
repeat move. 

t flHiitatoffie ^-'^--o, IH^K 
Maitl F^e Slam D, D+K the 
(nock choko only) tap P to 

repeat move 



17 HIT 
17 HIT 



PK, K, P, PP, 

PK 

PK, K. P, PP, 

PK 

PK, K. PP, P, 

K, PK 

K, PK, PP, P 
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Sharpshooter PP (next to 
floored opponent's feet) 



t 
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LungmKIck 


A, A+PK 


Flying BullOog 


Run then PP 




next opponent 


Drop Kick 


Charge PK 




then role ate 


ito?®© fb] GO®ffi[S [te^ 


MuitiFacoSlam QCT+P 




then tap P to 




repeat move 


PII0 Mvtng Neck Break 1, T4-PP 
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PK, PP, P, K, 




PK then tap P 




for extra hits 


iBHrr 


PK, PP, P. 




PK, K, P, PP 


ISHfT 


1*. PP^ P, K, 




PK 


i2Hn 


P, PP, PK, K 






Medlaevat Maem T, T+PK then 

tap K to 
repeat move 

<AMvraraJi PP- 



Ittow fmeeh D, IH^PK 
Macft SmMh T, T-fPK then 

tap K to 
repeal move 

Ovw Heed Throw U+PP (If near 
I ropM,yo«ir 

^ opponent will 

be thrown out 
of the ring) 
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PK, K, P, PP, 
PK, BLOCK 
K, PK, PP, P, K 




Q Spank hf m on the 






r Sla»h QCT+P 

DtMIng Slice Charge P 

Rug Shaker T, UK then tap K 
■ to repeat move. 
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Rug Shaker D, D-t-K then tap K 

to repeat move 



24 HIT 

21 HIT 



21 HIT 
16 HIT 



PP, P, K, PK, PP 

PP, P, PP, PK, K, 

PP 

PP, P, K, PP 

K, P, PP, PK, K 
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when on player select screen* 

POWER UP: To power up your player whilst in the middle of a bout, 
roll the D-Pad 720 degrees away from your opponent, this can only 
be done once per match. 
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Fre ntrow Charge PP 

then Run, 
release PP 

Flying Neck Breaker 

A, A-fPK 

The Inc inerator Climb turn 

^■B buckle then 

any button 

Ashes D, D-fP over 

lying opponent 

Pogo PlleMver D, D4-PK thea 

tapPPto 
repeat move 

Back Breaker D, D4-PK 

SC^PflS ©®iMD©© 

22 HIT P, PP, K, PK, PP 

» HTTtMt^^ PP, P, K, PK, P 
IS NIT P, PP, PK, K, P 
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Jab 

Bum Splaah 

Head Butt 

Salt Threw 
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QCT+P 

J, T+PK 
P next to 
opponent 
Charge P 



Vertical Sup/exD, D-i-PK 



Rag DoH Throw D,D-»^PX 
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13 HIT 


P,l 


PP, PK, K, 


PP,P 


10 HIT 


PK 


, K, P, PP, PK 





Reverse Suplex Charge P then 

release next to 
€»pponent 
Drep ladi^^mmChmrge PK m| 
Frankenetelner T, T-fPK ^^Ki 

Mum Stomp Run then hH K 

four times over 
opponent's 
body 
Arm Breaker T, T+P 
(DOES NOT WORK ON ie>BITft) 

EK5MI© DP3 [1(^^ 

neesiam TePI 

Mum Face Slam % T+K then tap 

PK to repeat 

move 
Frankenstelner T, T+PK 
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K, PK, PP, P, BLOCK 
P, PP, PK, P, BLOCK 
P, PP, PK, K, BLOCK 




1 



t 



v^ 



V 



h ifh 



1 



i 




teff 



o Ifesff" 



o §mir 



i 





Toy Story Is a complete success on 
the big screen at the moment, 
and we are sure that the game 
won't do so badly either, so here are a 
few tips on the harder sections of the 
game. We haven't given a complete 
walk through guide, nor have we fea- 
tured each level, as most of the game 
Itself Is pretty self^xplanatory. 





Before we begin, here are a few dieate 
for the MEGA DRIVE version that you 
may be Interested In \f you don't want 
to play the game all the way through 
normally. 

LEVEL SKIP 

On the title screen type ABRA- 
CADABRA, you should hear a 'YEE 
HAARl' sound telling you that the 
cheat has been activated. Start the 
game, If you wish to skip the tevei press 
START and A. 



INVINCIBILrTY 
To activate the Invinci- 
bility cheat, collect 
seven stars on the se& 
ond stage and then 
Jump Into the toy box 
and press down for 10 
seconds. 



■•LEVEL TIPS 
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To gather the last 
of the stars, wait 
for the crane to pull 
the bucket up, jump 
on to the the buck- 
et and then jump up 
to grab the final set 
of stars- 
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To easiest way to defeat Buzz In your nightmare is to dispose of the rotating globes 
around Buzz using Wood/s pull-string . Then stand on one of the brocks and wait for him 
to appear, avoiding his laser then hit him repeatedly with the puN-string. 
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io capture Buzz using the tyre, first hit it using the pull-string, then hit It again to launch 
it into the air. Keep on moving the tyre towards Buzz and eventually you'll capture him. 
Be careful once you do catch him because he'll fly around the screen trying to hit you. 
The best way of avoiding him is to keep running under him. 

in 
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At this point in the level, you have the opportunfty to collect a hidden life. To do this you 
must travel past the Continue flag, and jump left inside the wail. Move upwards to the 
platform above to find a hidden life. 
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On this level you must find your aTlen 
friends and deposit them in the holding bin. 
The first four aliens are easy to find and the 
holding bin is easily accessible. The rest of 
the aliens are through a door in another 
chamber. We've includod a grab of the door 
so you know what you're looking for. 



Place your buddy In the holding bin. 






A door, WOW! what a caption. 



This is what the second chaml>or looks iike. 
From here» move forwards and take the first 
right. You will find a door, and behind this is 
a hidden drop off point, use this to deposit 
the remaining aliens. 
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To stop Sid from grabbing Buzz, you must 
use your pull string to hit the toy aliens at 
the claw. The l»est way of doing this Is to 
throw two aliens up,then hit them again 
whilst jumping. By doing this you will hit 
thorn higher in the air, giving you more 
chance of hitting the claw. The ftrst time 
Sid grabs Buzz with the claw, stay to the 
right of the claw and hit the toys left. After 
this stay to the left of the claw and hit the 
toys right. 
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This stage Is pretty straightforward, 1 
the level requires good driving skills if you 
wish to make rt to the last level. 'Once you 
start moving you'll encounter an Island In 
Itont of you, take the right hand side as 
this is the easiest routo to manoeuvre 
round. To reach the goal, follow the stars 
as best you can, as these lead you away 
from trouble. 
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SIMPLY HAND IN THE CARD ON THE FRONT OF THIS MAGAZINE 
AT ANY BRANCH OF HMV AND YOU'LL GET £3 OFF ANY GAME 
WHEN YOU SPEND £25 OR MORE! AND WHEN YOU FILL IN THE 
COUPON ON THE CARD YOU'RE AUTOMATICALLY ENTERED INTO 
THE PRIZE DRAW TO DECIDE WHO GETS TO PLAY TROLLEY DASH. 

1 

' S LUCKY READERS WILL BE LET LOOSE IN HMV WITH A SHOPPING TROLLEY AND £l,500ll! 

Termi 2nd Conditinnsi Valid at all HMV (UK) Gamei Departments from lz/4/96 - 31/5/96, Only one toucher per game purchased. 
\ l/oLicher cannot be used in conjunctfon with any other HMV promotional offpr. Voucher may not be exchanged in whole or part for 
* cash, (ash value O-OOTp. Promoter; HMV {UK) ltd , H2 Wsrdour St, London WiV HN 
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SCRATCHCARD RULES 
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IF YOU'VE REVEALED THREE HIGH FIVES ON 



A STAN[^UP COIN-OP OF YOUR CHOICE, 
WORTH UPTO f3000! JUST THINK: KILIER 
INSTINCT 2, FIGHTING VIPERS, EVEN VIRTUA 
COP 2 COULD BE YOURS!! SEND THE CARD, 
COMPLETE WITH YOUR NAME AND ADDRESS 
TO: EMAP IMAGES. PRIORY COURT, 30-32 
FARRINGDON LANE, LONDON EC1R3AU. 
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RULES, Employeef of FMAT> Images Ltd, Ancient House PressPIc, their 

famiHer and associate?^ are not ehgjb'e to enter this competition, no 

cash equivalent to the prize i& available. Ho entnes received after the 

cbsing date I 31st Ma;r '9^ ) will ^e accepted. No correspondence will be 

entered into by emp/oyeej of £MAP Images in z\\ matters relating to 

the competition, Sy entering xou agree to take part in any post-event 

pubHcitjr. 

IMPORTANT. No purchase necessary- Simply write to 

Coin-Op Competition, Marketing Department, Priory Court, 30-32 

Farringdon Lane, London EC1R 3AtJ. 
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ME GRAB-A-GAME _ win a coin op win a go 
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Capcom has once again proven without a shadow of a 
doubt that it is the king of fighting games. While VF3 
is the class of 3D fighting game graphics, Street 
FtgMer Ali^ha 2 is (as every new SFgame ends up being) 
the new definitive benchmark in 2D fighting game graphics 
and alt^round fighting gameplay. I am ecstatic that 
Capccmi took the time and c:are to revise original A/pAa 
(whi^, while great, couM have benefited from at least bet- 
ter backgrounds), into the mutti^aceted, gleaming crown 
jewel that is Alpha Z What is most amazing about Alpha 2 
is that rt is not a simple upgrade. Many Capcom follow-ups 
tend to feature sli^ reworking of the graphics, balancing, 
and a limited number of new characters. Take for instance 
Night Warriors. Well, Street Fighter Alpha 2 easily stands 
as the nrast thorough revision Capcom has ever done of an 
existing game en^ne, offering in neariy all departments 
more new than in any previous follow-up game. 






O Sodom's 'pose' move now 
scores a hitl 



O Rolento performs an Alpha 
Counter on his spitting Image. 



O Saliura strikes her ecstatic 
winning pose. 



O Feel the cabinet strain under 
the power of Zangief vs Zangief. 





nrstoff, 
a massive 
total of 
18 char- 
acters 
new 
grace 

Alpha 2'% select screen. All 13 
of the original Alpha fighters 
are present (no codes 
required for Dan, Akuma, or 
Bison). The five new charac- 
ters are: Sakura, Rolento, Gen, 
Dhalsim, and Zanglef..Jets 
examine them In detail: 



SAKURA 




My personal favorite of the 

whole crew Is Sakura, a 

teenaged schoolgiri who 

seems to have the outfit and 

body type of a character from 

tho Japanese 'Sailor Moon' 

anlme series. However^ I 

almost wonder If Ryu Jumped 

In an enchanted lake (Ranma 

Inside Joke), because Sakura's 

fees and hair are a female 

equivalent of Ryu. In fact, Sakura admires Ryu so much she hopes 

Bomsday to train with him* But for now, bored with school gymna^ 

tici, she has entered the Street Fighter tournament using some 

techniques modeled after Ryu's, She has a running Dragon Punch, 

three varieties of firelialls, and a unique, acrobatic style of 

Hurricane Kick. Her Supers include a super firelHiil, a super ruiH 

ning Dragon Punch, and an awesome slide-kick attack (the first 

Super in all of Street Ffghter to hit low - a huge advantage)- She 

!• extraordinarily cute and an Instant crowd hitl 





SAKURA 



ROLENTO 



ROLENTO 




Next up Is Rolento, the lit- 
tle-seen boss of Level 4 
from Final Fight (the one 
that was cut from the SNES 
version). Better Jog your 
memory, Rolento is quHe 
the bad-ass, a nimble char- 
acter with devastating 
moves... while one might Ini- 
tially compare his speed to 
Vega, he plays with a style 
all his own. He can fly off 

the wall, roll uitr»fast, throw knives In the air, and swing his baton 
In a three-strike sequence, somewhat reminiscent of Fei Longs 
Rekka Ken. His Supers Include a defensive grenade toss where he 
drops multiple grenades as he rolls away (they Juggle you In the 
alrV), and an amazing chain grab which requires the help of his 
knife-wielding, grinning buds who hang onto the rafters of his 
stage. His win/lose poses are hilarious, and he oHher blows up the 
opponent or demolishes himself with his patented grenadesT 



GEN 




Gen is an elderly 

Chinese master, l>ack 

from Street Fighter f, 

who uses TWO unique 

fighting styles. That's 

riglit, you can swap 

between them In mid- 

fi^t, and each one 

features Its own basic 

attack, special move, 

and Super Combo anh 

matlonsf In Mantis 

mode he has a ground 

rolling attack, an off- 

the-walMeap, and a Super rising air throw. In Crane mode he uses 

a Honda-like hundred hand whack, a rising kick (a sort of leg 

uppercut), and two Supers: a dashing, slicing punch, and the 

Incredibly unique Hand of Death which, if it connects, causes a 

timer to appear over the opponents head, if the enemy cant retail- 

ate with a solid blow before the timer runs out, they get dlzzyl 
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DHALSIM AND ZANGIEF 



r 



Finely, lets turn to Zanglef and Dhalslm. 

Returning from SSF II TUrto, these characters 

are largely unciianged...a few new moves, 

animations, etc, iHit generally they're the 

sameastlwy were in SSFIITurtto. Both 

of their new Supers are rising air ttirows 

similar to Rose's Super air throw 

(strange, huh?). Ottier additions Include 

Dhalslm's ability to teleport while In the 

air, Dlialslm's new standing Stiort, a new 

Uppercut motion fOr Zanglefs Banishing 

Punch, and some range a<Vustments on 

ZangtoTs SPD, One point is that if you 

thougitt ZangloTs Final Atcnnk Buster 

was devastating In SSF II Turbo, get 

ready for some truly obscene damage at Level 3..,. Personally I wouM 

have preferred eittier alMiew^ or other 5F f/FTnaf flghf characters 
Instead of bringing back Zanglef and Dhalslm, but fans wtio missed 

these warriors In original Alpha will be quite pleased. 
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REVISIONS TO EXISTING CHARACTERS 








The next obvious question after new 
characters would have to be adjust- 
ments to old characters. And there are 
quite a few. Here's a rundown of the 
new moves/balance alterations (and 
please keep in mind this is based on 
the preliminary version so certain 
items could change for the final): Ryu 
has a fake Rrebali; Ken has a fake 
Hurricane Kick: ChurvLI's Rrebali is 
now a motion instead of a charge and 
(at least in the test version) her low 
Forward has been sped up to become 
a lethal weapon of epic proportions; 
Charlte has less recovery time after 
his Sonic Boom (maybe halfway in- 
between old Alpha and the no-recovery 
time of classic Guile), which enables 
him to more effectively keep out oppo- 
nents with Sonic Boom/crouching 
Rerce patterns; Guy has a new dash- 
ing Eibow punch and, despite the 
removal of most chain combos (which 
severely curtails his style from old 
Alpha), retains his Bushin Hell Chain 



Rst combo; Birdie has a flaming ani- 
mation to his Bull Head and a new 
triple-slam grab to complement his old 
Murderer Chain; Sodom {of course) 
lost his cheap, unblockable 
Roundhouse but has gamed an easier 
motion for his Butsumetsu Buster and 
MUCH greater range for the Omega 
Slam; Rose picks up a dashing shawl 
attack; Adon's special attacks now 
feature much easier, more intuitive 
motons (increasing his effectiveness 
greatly); Sagat gains insanely 
improved foot speed and two-in-ones 
he desperately needed (such as low 
Forward and standing Roundhouse); 
BJson has quicker reaction time off a 
Knee Press; Akuma's air fireballs are 
angled to more effectively counter slid- 
ing opponents; and last (and least?), 
loser of the year Dan has gained the 
most new stuff, including a ton of new 
animations for basic attacks, and a 
new knee animation for the first hit of 
his Hurry Kick! 




IN 




G» Sodom demos his sliding Alpha 
counter with styie. 



O Chain combos no ionger form 
the basis of Quy's tactics. 




O Feel the force of Ryu's Custom 
Combo Vacuum Hurricanelll 
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Q Seeing Sodom weep Is a trufy 
Joyous moment for the victorl 



O Aden counters his Ja^ar Kick 
with a brand new punch move. 
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CUSTOM BACKDROPS FOR ALL CHARAS 



Ryu Is back In Japan, fighting on a 
snow bank in front of his dojo. Ken's 
stage (which everyone liniversaHy 
aclviowtedges as the coolest stage of 
all time in any video game) is a birth- 
day party for at-the-time girlfriend 
Eliza, with lots of Capcom characters 
hanging around the punch bowf, hot 
tub, etc. (See how many you can 
name!) Chun-U's backdrop is a China 
street, where hordes of bicycfists whiz 
by. (Remember the individual bikers 
from Chun's old SF H stage? They 
must have all gotten together for a 
race!) Charlie's stage features an 
awesome fighter piane which hovers 
on the power of its jet engines, with 
coof neon signs flashing in the back- 
drop {Megaman freaks, look for the 
Dr. Wily insignia). Guy's Metro City 
street collects atl the coolest Rnal 
Fight characters, such as Cody, 
Andore, Jessica, and my favourite 




generic punching bag Two.P (who is 
stuck between Haggars bicep and 
fist), Sodom*5 stage is a big truck 



with Sodom's face painted on the 
side- Birdie's stage is very reminis- 
cent of the Final Fight toilet area, with 
punks plastered to the urinais while 
they watch the fight (those who are 
weak at the stomach might want to 
avert their eyes when the stall doors 
open, it's not a pretty picture). Rose's 
level is a picturesque waterfront 
scene in Itafy. Aden's level is straight 
from Sfreet Fighter i, a line-scroliing 
marshy Thailand swamp. Sagat's, of 
course, features the traditional stat- 
ue, but from yet another perspective. 
Bteon*s ievel takes piace in front of 
his flying fortress straight from the 
Japanese SF anime move. Akuma's 
level is one of the coolest, a subter- 
ranean cave shrine packed with 
Akuma statues. Dan's stage takes 
place in a Hong Kong street market, 
with Fei Long looking on in the back- 
ground. Sakura's stage is (in my and 
many other anime fans' opinions) a 
shocking replica of Ranma's home, 
and the cutest thing is a little kid play- 
ing Famicom in the background. 
Rolento's ievei is an update of his 
Fmal Fight stage and features a 
scrolling, open air elevator in a con- 
struction site with IVIetro City's skyline 
zooming by in the background. Gen's 
stage is straight from SF I, a dark- 
ened, rain-splattered city street in 
China, Zanglefs level, of course, is a 
remake of his SFII Russian factory. 
And Dhalsim's stage is an outdoor 
Indian preserve with his trademark 
elephants carousing in the backdrop. 






JUI, repeat, ALL the backgrounds 
are new. Its hard to justify the 
fact that, except fcH" minor 
reworking of objects 
and cokwrs, many of 
the b^ Jn ori^nal 
Aipha were shared by 
two Of more charac- 
ters (Inexcusriily Sa^^ Dan, 
and Adon all had the same 1^. 
Not only that, but the back- 
grounds were generally bereft 





of the personality 
tarizad the bgs from the original 
SF U games. WeU, Aipha 2 ^ 

conies through In spadoe 
wHh a unkpie bg for each 
fighter, and each one Is 
Intertwined with the per^ 
sonallty/backstory of 
each character. Eighteen bgs Is 
a lot to discuss, but I know you 
SF mental cases must know 
about them all, so BEHOLBMI 
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Ptty Dan's taking a beating 
from Sakura, In front of his mates! 



O Tho giri In Muo responds to 
Dhalsim's fight performance. 



The personality of the backgrounds 
Is found not Just In the scenery, but 
In the Incredibly minute details and 
character animations. For instance, 
many levels have cheering sections, 
or characters who are animated in 
reaction to the fight. In India, a lady 
claps every time Dhalsim connects, 
and hides her eyes whenever 
Dhalsim suffers a hit. In Bison's 
level, his fatigued men salute when 




Shield your eyesi This fight's 
taking place In the gentsi 




O Popular Capcom characters 
have showod up to this boat party. 



-t Spot the Fma/ Ffg'ht characters 
in this backstreet rumbled 



he passes by, and return to an 'at- 
ease' position whife communicating 
on their radios when Bison leaves 
their vicinity- Another crucially Impor- 
tant aspect of all the backgrounds is 
the return of the parallax, or multi- 
scrolling feature {three to five layers 
of graphics in every background), as 
well as 11 ne-scf oiling (responsible for 
the warping effect that turned so 
many heads in original SF li). Both 

of these essential 
2D graphic effects 
are now utilized to 
the max. There are 
even effects that I 
didnt think possible 
from Capcom's 
aging CPS If hard- 
ware, such as a gor- 
geous! line-scrolling 
lens flare (i.e. the 
blazing fight distor- 
tion one would see 
when a sun beam 
directly strikes a 
broadcast camera) 
in Bison^s stage. 
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On top of now backgrounds and 
now characters, Al/rita 2 offers yet 
another astonlfthing new feature: 
the Cuvtom Combo. Upon active 
tlon, players can string together 
nearly ANY combination of regular, 
special, and super moves to cre- 
ate their own ctmibol Custom 
Combos offer a momentary win- 
dow of Invincibility similar to the 
traditional Super Combos, and can 
also bo used to suck the enomy In 
If they are vulnerable. One truly 
amazing aspect Is that Custom ani- 
mation frames aro not necessarily 
the same as the corresponding 
normal attack frame, whii^h means 
hi a few cases there are NEW 
FRAMES for you to discover as you 
experiment with Customs! Added 
to Supers and Alpha Counters, 
Customs add another dimension to 
ttie strategy of how and when to 
best use the Super meter. 



Q The Custom Combo Is Initiated, 
and Ryu prepares his onslaughtl 



O Unfortunately there are no 
exits to any of the Alpha 2 stages. 
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=S GENERAL GAMEPLAY CHECK 

Taking a look at the rest of Alpha 2's gameplay pic- 
ture, there are qutte a few other changes. In a 
shocking decision, Capcom has elected to remove 
the vast minority of old A/p/ia's Chain Combos 
(where you could two-ln-one normal attacks Into 
other normal attacks, such as Ryu/Ken's low Short, 
low Forward, low Roundhouse chain). Now only a 
select few characters such as Gen possess a large 
arsenal of chains. Most expert players seem pleased 
by this decision, as It adds more skill to combos and 
seems to have eliminated Ken's roll trap. Anottier 
big durnge Is that each character now has two Alpha 
Counters (one wHh punch and one with kick). Also, 
players can now roll forwards or backwards (six rolls 
In total - one for each of the buttcms). 





O Pretty little Sakura beats the crap out 
of the towering Russian wrestler 



O Interesting situation here, as Sodom 
missos his chance and..- so does Zangleflll 






O Why worry about Aden's Super Combo 
wlien you can just vanish out of harm's wayl 



A RINGING IN YOUR EARS 

On the subject of sound, the old tunes are the 
same albeit with a few different Instruments. 
The new characters music Is not Just up to the 
superior standard of old Alpha's music, it totally 
shatters it. Sakura's level qualifies for the Top 5 
stage songs of ail time, in a move that toUily 
blew me away, Capcom chose to re-record nearly 
ail the voices - only a few characters such as 
Ryu retain their original samples. While nitplck- 
ers (myself Included) might point out that a few 
samples here and there took a turn for the 
worse in coolness (such as Churt-U's KIkosho), I 
am more than happy with the voice samples as a 
whole. ZangleFs rousing Final Atomic Buster is 
at least as cool as Bisons old Psycho Crushaa. 
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BEYOND THE ULTIMATE 

TTiere are plenty of other little refinements through 
out Alpha 2. Look for many random new animation 
frames, such as Rose*s gorgeous new win pose 
where she slips behind a giant tarot card and 
emerges clad in her Alpha's World dress - tarot 
deck in hand! (She is a fortune teller, you know.) 
Remember the win icons such as P, V, S, etc? Well, 
there are now PERSONALIZED win icons to indicate 
a victory by Custom Combo, such as a bracelet for 
Chun-Li and a grenade for Rolento. The new Intro is 
unquestionably the greatest hand-drawn cinematic 
sequence of all time, depicting all the characters 
(some separately, some in a group collage). Plus - 
possibly the best news of all — there are new end- 
ings, and they totally destroy they old onesi 
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O Could this be the PlayStation game of the year? 

it came Kke a bolt from the blue - 
last month's news that Nintendo 
had lost Sauare alon£ with Final 
p Fantasy VII to Sony. And the more 
we see and hear only makes the 
reality more incredible. 

hose pages make for historic reading, as anybody who's followed the progress of Square and Nintendo can 
appreciate. Even If you're somebody new to the PlayStation, this story Is very Important as tt marks the 
beginning of an Incredible new era for Sony's machine. Along with Enix - creators of the Dragon Quest 

series - Square Co Ltd are the market leaders In the field of RPGs. Their six Final 
Fantasy games on sale In Japan on Nintendo formats have sold In excess of 10 million 
copies. In America sales are currently 1.6 million, and counting. Final Fantasy Is huge. 
Number seven for PlayStation Isn't due until December this year, so details are scarce. 
However the news Is so big, already a number of questions are being raised. While we 
attempt to answer most of them, gaze upon this awesome game which promises to play 

better than H looks. 








O Rocket Town - damonstratlng the benems of Q Because all the characters In the game are 
having Hollywood artists working on the FFVIi created as real time polygon models, they can 
project. We have never seen anything like Itl be viewed from any distance at any angle. 




The Pyramid is thought to be a dungeon, and 
the hero Xloud* Is preparing to cross the bridge 
and brave Its depths. Check out the mist effect. 




O Believe It or not, this scene Is lifted from the 
game proper It's not a CG representation - 
you control that character This Is FFVI1I 





Q An Insane level of detail characterises 
every last scene in FFVII. Not only that, but 
the PlayStation enables lovely special FX. 



O An almighty Bahamut towers into the stormy 
sky. Take time out to marvel at the Impossible 
majesty of this creature, in a 'mere' gamel 



SQUARE-SHAPED FUTURE 




After Treasure Hunter G is released for the Super Famicom (SNES) in 
Japan this April, Square will no longer publish games on the 16-bit 
^Nintendo. From now on the company is looking to create versions of 
Itheir classic SNES releases for Windows '95 on PC CD-ROM in the 
US, while corttmuing their most popular sagas on PlayStation: 
Romancing Sa.Ga, Legend of the Sacred Sword {Secret of Mana), 
and, of course, Rnal Fantasy. In turn these PS titles are being con- 
sidered for conversion to Windows '97, 





O See how roal time 3D 
enables the vlewp<^nt,.. 



O ...to take any scene, such 
as this battle and focus... 



O ...on whichever detail mos 
Interests the playerl 
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QUANTITY EQUALS 
QUALITY 

First of afl. the question fs raised 
whether Square have abandoned 
Nintendo altogether. Why make the 
move? In an interview with Japanese 
magazine The PlayStation. President of 
Square l_A Mr Hironobu Sakaguchi gave 
this reply: "It is the volume of data 
needed to portray this information 
which is an indispensable element. We 
need as much data as possible to 
achieve our alms. There la at present a 
variety of hardware for CD-ROM. from 
the personal computer up, out of which 
we were looking for the one which will 
give us conditions for creating the 
games we want. Our conclusion is that 
the PlayStation is the right machine". 
So this really is a matter of storage. In 
the case of Nintendo 64 its initial car- 
tridge-based system is too limiting for 
Square's product. Hopefully the advent 
of the Bulky Drive, to which Enix have 
already commited as developers, will 
attract Square to that format. Basically 
you could say that Square are keeping 
their options open. According to Mr 
Sakaguchi, "We [Square] have been 
looking constantly at the hardware of afl 
companies, not just the Nintendo 64 
and the Sega Saturn. But we have con- 
cluded that at the moment there is noth- 
ing eise but the PS, However this won't 
continue forever, and we may use others 
if our plans fit their characteristics." 




O Magical scenes such as this may 
not have been, were It not for 
Square adopting CD-ROM. 



All pictures provided by SQUARE CO., LTD. ©1996 SQUARE CO., LTD. All Riehts Reserved 
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CLASSIC IN THE MAKING 



Producer: Mr Sakaguchi 

Director: Mr rtilase ^ 

Sound: Mr Uematsu 

Image Artist: Mr Tenno 

Character Artist: Mr Nomura 

The list of names printed above are merely the 
tip of the iceberg. There are more than 100 peo- 
ple working on the FFVII project, some of which 
have been brought m from other areas of the 
entertaiment business. People such as Paul 
AshtJown, from England, who once worked for 
LucasArts special effects company ILM is now 
at Square LA. So too is another Hollywood CG 
artist Ron Sabatino. Likwise the R&D in Japan 
has their top artists on the job. We understand 
that t^e work load is divided quite evenly 
between the two offices - the LA and Japan - 
with updated versions of the game being wired 
halfway around the globe at regular intervals. 





Q Heart rending scenes such as this 
Bahamut attack are pure Hollywood. 



O This set piece Tookft Impressive here - 
tiny on the page. Imagine It on your tellyl 
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SIGGRAPH '95 

Characters and animations from 
Final Fantasy V!\ were first 
shown at the SIGGRAPH show 
In August 1995. At the time it 
was believed that these were 
demos for Nintendo 64. a con- 
clusion drawn from the fact 
that these were Silicon 
Graphics images. The rest 
seemed accademic. Of course 
everybody got it wrong, but the 
stunning sequences displayed 
are now all being translated 
onto PlayStation. In fact it was 
through experience with the SGI 
workstations, and realising how 
much data was involved to get - 
results, that Square made the 
move toward CD-ROM develop- 
ment as opposed to Mask ROM 
(cartridge] 



WIRED 



The wire-framing technique used 
in Final Fantasy Vli is reported to 
be very different from those used in 
most pofygon-based games. 
Examples shown here illustrate how 
characters are constructed - from 
wire-frame, through to detailed CG 
images, then finally quantized for 
PlayStation display. The loss of 
fidelity is extremely slight, which Is 
amazing! 



REAL TIME 
FANTASY 




As we briefly 
explained last 
month, all BaUle 
scenes and Field 
(exploration) scenes 
are generated real 
time. This allows for 
seemless transition 
between sequences - where a char- 
acter walks from the street and into 
a building, or as enemies confront 
the party for a battle. 
As shown elsewhere in this feature, 
real time also enables players to 
view scenes from any distance or 
angle. This has never before been 
experienced In an RPG. 



All pictures provided by SQUARE CO., LTD. ©1996 SQUARE CO., LTD. All Rights Reserved. 
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OLD AND NEW ENEMIES 



The most recently refeased pictures 
feature a selection of the main ene- 
mies that plague FFVIL Red XVIII 
(right) and the Leviathan (bottom 
fight) are familiar. The weird spikey 
guy is new. Look how closely Red 
XVill resembles the orignal artwork. 



stance m battle. Scuare nave no 



o 



detaiis of his background, 



or why he "is 



O Cloud spres a crystal, which glows with 
same light as that In the 'makoh* furnace- 




O While Hie viewpoint here remains statlCf 
Cloud Is seen to shrink Into the distance. 



All pictures provided by SQUARE CO., LTD. ©1996 SQUARE CO,, LTD. All Rights Reserved. 
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FIGHT ON 



With each successive Rnaf Fantasy game 
there are innovations made on battle strate- 
gy. While most of what we know on FFVIl Is 
speculation, and it's unsure how many char- 
acters can join the battle, already there are 
clues to the system. As expected battles 
are staged separately from field exploration, 
but the differences are more subtle than 
that: There's an alt-new 'Limit' gauge, which 
could be similar to the one which affects 
attack strength in Secret of Mana. In addi- 
tion, beneath each character's name is a 
'Dual' gauge. Could be this relates to a 
character's status 
- their strength 
and skill. Finally 
the Active Battle 
gauge is planned 
to return, govern- 
ing the recovery 
speed of each 
character after 
making an attack. 
That's fighting on 
the fly, friends - 
the most exciting 
way to go! 




Q Cloud takas a swing with 
his enormous sword. 



Q Cloud's dotormlned face Is O Check out his cool stance, 
seen through the flare- as he shifts his weight- 




CALL OF THE WILD 



The mighty dragon, or 'Bahamut', seen here is on your side! A 
magic spell summons him to fight on behalf of the hero party, 
Just as in previous FF outings - only this time the drama is total- 
ly amazing! Bahamut dwarfs even the largest enemy characters. 
He is terrifyingl 
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WHITES OF THEIR EYES 



The first major visual difference to battles is that scenes are repre 
time 3D, allowing it to be viewed from any angle. Previous FF battles have 
always been vtewed from the side in 2D. At the moment Square haven't speci- 
fied whether these angtes are predetermined or user controlled. Could be the 
style is determined from an option in the menu - same as text-box colours, 
message speed, and so on. 
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O Sword frenzyl 




Oft's likely that the viewpoints are prede< O view the scene from the fighter's eyes, 
termlned by the CPU. However we're hoping or the hero's eyes. Zoom up closer or 
that angles can be changed at will. observe from a far-off point. 
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Q Closer to what we're used to, but still 
utterly amazing. Bahamut Is so cooll 
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WHEN I GROW UP 

Character development - how thefr strength 
and skill improves - is crucial to any RPG. 
Throughout the FF series, the method of 
advancement has alternated between gain- 
ing experience in battle, and changing pro- 
fessions- In the first case characters 
enhance their skills by assigning experience 
points to magical stones, which then bestow 
magic powers on the heroes. Profession-ori- 
ented development, on the other hand, 
requires players to switch rolls in order to 
learn new techniques- This is a system 
shared by the most recent Dragon Quest 
Instalment. If the FF trend is anything to go 
by. we can expect the latter system. 
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MUCH MORE FOR LESS 






We have until Christmas to wait for The 
Japanese release of Rnal Fantasy VH, where 
the game will retail for ¥5800 (£40). As yet 
no date has been set for Europe or even the 
US, but we are hoping that it won't be far 
behind. 
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O Cloud ridoft the Chocobo. 
Does this mean we will also 
see the Ffying Ship return? 



O Beautiful light filters Into this 
'■ magical cavefn. What's here? 



O Industrial town MMgar Is 
reminiscent of Wade Runner'. 
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O This frog 
familiar face' to 
'veterans. He pos- 
sesses awesome 
magic. 
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Viewed from a distance 
MIdgar Is a real marvell 
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High above the makoh 
(evil-brlght) furnace- Wowl 



O Cloud looks tiny en the Q A close up of MIdgar. You 

bridge from this giant tower, can see the buildings. 



O One of the shop scenes no O A Anal, telling scene which 
doubt - In real time 3D. Involves Cloud and Aerlth.„ 



FINAL FANTASY 
CHRONOLOGY 



Rnal Fantasy 

December 1987 on Famicom (NES) 

Rnal Fantasy II 

December 1988 on Famicom (NES) 

Rnal Fantasy III 

April 1990 on Famicom (NES) • 

Rna/ Fantasy fV 

July 1991 on Supef Famicom (SNES) 

Rnal Fantasy V 

December 1992 on Super Famicom (SNES) 

Rnal Fantasy VI 

April 1994 on Super Famicom (SNES) 



All pictures provided by SQUARE CO., LTD. ©1996 SQUARE CO., LTD, Ail Rights Reserved. 
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Each roontli H M«itw CVG Is presented with every new game In development, for coverage 'somawhere' In 
the magazine. Se we have created these pages especially so we can show you as much new stuff as we 
posslMy can. If there are any games you*d especially like us to chase, don't hesitate to drop us a llnel 

NAMCO MUSEUM VOL. 3 

FORMAT: PLAYSTATION 

BY: NAMCO 

DUE: ON IMPORT SOON 

The third in the Museum series is soon to be released 
in Japan, and it features another six classic Mamco 
games - Pole Position 2 (1983), Phozon (1983), The 
Tower of Druaga (1984), DigDug {1982). Ms Pac-Man 
(1982) and Galaxian (1979). The games of most inter- 
est here are DigDug, which is thought of by some peo- 
ple as the greatest game ever, and the classic shooter, 

Galaxian. Though 

the games in the 

series are always 

very rough-looking 

and out of date, 

they've managed to 

get lots of people in 

our office very excit- 
ed - especially 

Dave Kelsall in his 

Computer Cabin 

;see FreePlay). 





: MAGIC KNIGHT RAY EAKTH 

I FORMAT: SATURN 
; BY: SEGA OF JAPAN 
. DUE: NOW IN JAPAN 

* SCHEDULED FOR JUNE IN UK 

• We told you this RPG 

• looked beautiful in the 
■ Shining Wisdom feature 
J last month. Now here's the 

• evidence. Featuring drop- 

• dead gorgeous graphics. 

• and likewise the most beautiful music heard or^ a 

• Saturn CD In a long time. Ray Earth is another of SOJ's 

• games to enjoy translation at the hands of US-sbased 

I Working Designs. Most of the game's visual charm lies 

• in it being all hand-drawn as opposed to SWs CG ren- 

• ders. Indeed Ray Earth is marketed as an original anime 
story, written especially for Sega Saturn in Japan. More 
on this game, and its soon-to-be UK partner, Shining 
Wisdom, in next month's CVG! 





IREM ARCADE CLASSICS 

FORMAT: PLAYSTATION 

BY: IREM 

DUE: APRIL ON IMPORT 

This section is supposed 

to be full of the hottest 

new games surfacing. 

but it seems full of 

ancient titles. Still, every 

company seems to be 

churning out old nostal- _ _ 

gia pieces and you lot 

are lapping them up, so blame yourselves. IREM are 

the latest company to jump on the bandwagon - 

although they've already revived one goiden-age title 

with in The Hunt on Saturn and PS. This compilation 

takes three titles from even fur- 
ther back in time, Kung-Fu 
Master, notable for being THE 
FIRST scrolling beat 'em up (cor- 
rect us if we're wrong), and two 
obscure games - Zippy Racer and 
10-Yard Fight. If any, you probably 
only remember Kung Fu Master 
as that crap coin-op In your 
Southern Fried Chicken. Surely 
[REM can do better - how about 
an R-Type compiiation? 
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; MINDWARP 
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FORMAT: PC BY: MAXIS CHJE: MAY 

With Doom clones popping out of the closet every 
month, they have to keep getting more inventive. So how 
about this, you're travelling through an alien brain. If that 
doesn't make any serfSOn then take from us, we've 
played an early version and it doesn't make any sense. 
There are ioads of brain-pipes to zoom around and you 
can spin upside down as you travel, shooting at antibod- 
ies. It's all very sick-inducing, thanks to the already 
impressively smooth 3D engine. What the object of the 
game is though, is unknown. We'd just like to to get out. 



BLAMI MACHINEHEAD 
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FORMAT: PLAYSTATION, SATURN, PC 
BY: CORE DESIGN 
DUE: ??? 

Blam! Machinehead started out as the 

Mega-CD sequel to the exceilenl 

Battiecorps. though rt was soon realised that 

the machine just wasn't up to the amazing 

concept. Now that the game's been shifted - " 

over to the 32-bit machines, the develop- 
ment is coming on fairly quickly. The 
PlayStation version - pictured here - is currently the 
most advanced, and it's looking exceilent. The 3D 
graphics engine is in piace and it's remarkably 
smooth, though the control has yet to be properly 
implemented. It's a 3D shooter with pleniy of origi- 
nal features, and some really gross-looking enemies 
(a four-legged spider with a horse's skull for a 
head!) as well as plenty of problem solving 
sections. Look out for more on this very soon. 






MORTAL KOMBAT 
TRILOGY 

FORMAT: PLAYSTATION, PC 
BY: QT INTERACTIVE 
DUE: 7777 

One of the most requested games 
by PlayStation owners Is a conver- 
sion of Ultimate Mortal Kombat 3. 
but this forthcoming game is bound 
to be of far more interest. The sin- 
gle CD will contain all of the Mortal 
Kombat games, hopefuily with the 
Ultimate version of MK3i That's not 
the best part! Apparently, you'll be 
able to play as any character from 
any of the games against anyone 
from any of the others - on any 
background!! Just imagine playing 
as Ermac versus Rayden in Goro's 
lair! There's nothing to show of the 
game yet. but there's no doubt that 
CVG will bring you the best coverage 
of the game around. 
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NAMCO MUSEUM VOL. 2 




FORMAT; PLAYSTATION 

by: NAMCO 

due: now (IMPORT) 

fewiih the first episode in tlie Namco 
Museum series (reviewed in issue 171), 
^lume 2 contains six cisssic Namco 
arcade games in tlieir entirety, compiete 
mth arcade startup screens and di|> 
.switches. This time, the games in ques- 
ere Cutie Q. Gaplus. Xevious. 
jbda. Mappy and Dragon Buster. There's also at least one hidden game {Bomb 
Bee -see the tips in FreePlay), but the best thing is that limited edition packs are 
available with an analogue dial controller for Cutie Q (and Bomb Bee). The first 
volume is due to be released in the UK soon, and this second of the five part 
series will follow not long after. Cutie Q has already caused a storm in the office! 



CHORD 

FORMAT: PLAY51 



FORMAT: PLAYSTATION 

BY;-miUIU 

DUE: NOW (IMPORT) 

Chofo Q's a strange Japanese racing 

game featuring miniaturised versions 

of real cars, meaning that they look 

like the Rtdge Racer Revolution buggy 

cheat has been performed on them 

all! The actual game looks a bit like 

Dirt Dash, and the secret shortcut 

routes are similar to that game as 

well. The graphics aren't particularly amazing, but the game seems to play 

pretty well, and there are loads of different vehicles to choose from, 

including a VW Beette and bus! It's not likely that the game will get a UK 

release, but we'll be covering it more soon anyway. 
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FORMAT: M2 

BY: WARP 

DUE: DECEMBER 

While news sur- 
rounding M2 (the 
64-bit Matsushita 

super system) is scarcen and what there is is sketchy, still there are leaks from 
some sources. In fact it's more like blatant, unabashed, self-publicity in the 
case of WARP - Japanese developers of the game D. recently published 
through Acclaim on Saturn and PlayStation. As you may know, D is originally a 
3D0 title. So M2 is the logical next step for WARP to step out on, and they're 
doingit In style as this demo of 02- first aired on a Cover CD for 3D0 
Magazine in Japan - ably demonstrates. Excuse the quality, as it's running in 
standard 3D0 FMV, but wonder at what we might expect later this year... 



ROBO PIT 



format: PLAYSTATION. 

SATURN PUNNED 

BYiT^HQ 

DUE: NOW (IMPORT) 

CyiJers/ed with cute robots. The idea 
of Robo Pit is very similar to that of 
the Namco game - run around an 
arena and destroy your opponent. The 
difference is that in Robo Pit. your 
robot can use his/her arms as close 
up weapons. The 3D arenas and characters look pretty good, and the two- 
player split screen mode makes the game far more exciting as you compete 
against one of your friends. The official version, to be released by T*HQ, will 
be around soon, and we'll be giving it a full review soon, no doubt. 




OVERKILL 



FORMAT: PLAYSTATION. SATURN PLANNED 

BY:K0NAMI 

DUE: JULY 

Konami's Overkill is looking as though it could be one of 

Sk best shooters of the year. Even though it goes for a 

feiTly traditional isometric 3D view with sprites rather than 

3D models, it's got it's own 
fair share of translucency. 
as the walls in the fore- 
ground appear see-through. 

There's loads of blood and lots of interesting weaponry, like 
bouncing bullets, and a robot spider bomb which runs around 
corners and explodes! It's a bit like a strategic version of Loaded, 
and seems as though its going to be very, very big when it's 
released in July. We'll be covehng the game more soon, as we 
know how much our readers love blood and guts. 
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SHADOWS Of THE 
EMPIRE 

FORMAT: NINTENDO 64 
BY:LUCASART5 
DUE:XMAS 96 

This was one of the first Nintendo 64 
games to be revealed, and as these 
latest pictures show, it's coming on 
brilliantly! As well as sections flying 
around the AT-AT walkers, there are 
3D shooting bits which are very remi- 
intscent of Dark Forces on the PC, 
Tfie biggest difference here is that all 
'Of the items and enemies are real 3D 
imtxJefs, not just sprites - meaning 
[that the whole playing area is far 
lore realistic. This is bound to be 
one of the Nintendo 64's biggest 
'^ames, and it'll be ready in time for 
Lirte machine's US launch. 
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are tipped by the likes of 77ie Big 
Breakfast and Uve & Kicking to be 
the group to look out for in 1996. 
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They're a sort of Bananarama meets East 17- 

Funky dance music with plenty of fresh-face enthuslasum. 
Tliey created a buzz In the UK after the Smash Hits Tour 
and P J & Duncan's Christmas Cracker Tour, and their 
second single. Baby I Love YoUr was released 
on ISth March, 
We sent Kate 

Russell along to find ^^^^ ^^^ ^^^ ^^ 
out If theyVe just ^^^ ^Mt ^F . ^^U^ 

pop personalities... or 
are they really 
PLUGGED IN? 
Bonnie, CossI and 
Claire grew up 
together dreaming of 
a career in music. Last 
year thier dreams came 
true when they wore 
snapped up by promo- 
tors AVE X and were I ^Bia^ 

thrust Into the llmellte Wfc^. . ^vilk. ^ 

over night. ' 



f 



<^; 



/ 



t 



/ 



*,»>■ 



V 



\fr . : ■ 



-^vj 



-t; 



O 
01 



re 



c 
re 

c 
o 



So how did you come up with th^itamo ^ 

Cossl: "Well, to be honest we couldn't decide on 
a name. Like all good friends we always argue^ 
so in the end we Just picked 3 letters out of a 
scrabble bag... TSD. I suppose we were tucky 
they dJdnH come out BUM!" 

How do you keep In shape? 
Xhocoiate, Lots of it." says Claire as she polishes off a fairy cake, "Oh. and dragging 
our suitcases up flights of stairs - Cossi's afraid of lifts]" 
(Cossi throws an empty Refresher packet at Claire!) 

TSD play a lot of game» and know what thoy're talking about-^ don't ihey? 
Bonnie: I normally get what my mates say Is good. But there's not so much choice for 
the Gameboy now is there? 
Claire: Oh don't ask me! 

What about violence in games? Do you think it's too much? 
Cossi: Oh godn there's one game out at the moment thatis really gory. I think there's a 
prevtew in this CVG. [rifles through the mag] That's itl Resident Evil. I think that's a bit 

too much. 

Claire: Lets have a look. Yuck, that looks reaily realistic. I don't think I'd like that 
Bonnie; The fighting games out now have tried to be too ciever. They have tots of blood 
and gore and special effects. I much prefer games tike Street Rghter. They're simpler, 

^^^^^ but loads more fun. 



Do you think games are good vdluo 
for m<mey? 
CossI: If I really like a game and play it ioads I don't mind paying forty quid 

for it. 

Claire: How much? You're kidding. That's outrageousl 

Cossi: Yeah. I think there shouid be more rental shops iike Bfockhusler so you can 

try them out first. 

Bonnie: It's a lot of money for kids to spend. Especially if they might not like the 
game. It's OK if you've got a ]ob, but most of the peopfe who play these games are stiil in 
schoot aren't they? j 

Cossi: I think the '\v\ games' have become a fashion thing now as weli. If your friends have 
it you've got to get it too. It's a lot of pressure to be cool. And that can't be easy if you 
don't have much money. 

Are you Into computer games? 
Claire: Tm not. i'm useless. I did try a friends Game Boy once, I think it was Super 
Mario... but I couldn't get past the first thingy. 

Bonnie: 1 like arcade games, Hke Afpfne Racer. It's really realistic and you gel a buzz out 
of zooming down the slopes. I like shooting games too. But i don't reaily get the chance 
to play them that much. 1 do play my Game Boy a lot when we're on tour. It really helps 
to pass the time on long coach journeys. Tetns is reaily addictive, 
Cosal; 1 love gamesi f got into them because my nephews had a Mega Drive. They're 
only 6 and 9 but I used to go round there aii the time and nick their games. Then iast 
year I bought a Play Station, It worked out really well because my nephews got a Saturn 
so we swap aii the time. My favourite games are Wipeout, Demoiition Derby [sic] and 
Rayman, But Tve just finished Rayman and it's boring now so I'll have to get another 
one. I might try out Theme Park. It looks quite good. 

What make* you choose a game? 
Cossi: I read a tot of magazines, like CVG. I like reading the reviews because the people 
who write them play a lot of games. 

There's a knock at the door, my tinw Is up. As I leave the building dutdiing my 
copy of Baby I Love You, one thought occurs to me: How comfortinff to know that 
the future of o«ir Pop industry lies in ttte hands of such well tialancQd people--. 




FREE FAST CARRIAGE ON ALL SATURNS AND PLAYSTATIONS 



ME »0 OFF RRP ON THESE SATURN DEALS 





SEGA SATURN 309.991 

WITH ONE CONTROLLER 
AND ONE GAME 

INCLUDES SCABT tE«D, If VOUR TV DOES HOT 
HAVE A SCART SO<KET YOU WILL REQUIRE AN 
RF INTERFACE fO CONNEa fHE SATURN TO IT. 

SEGA SATURN WITH DAYTONA USA 
A ONE CONTROLLER 
309.99 ^ M. 



W THE COJUnE[t UP OF IHESE 
sum rUT5Tik1H>N KUS 

JUL <m PUTSIAT10N DEUS 
HCLUK ONE COmiOlLEI 
IND PUrUU DEMO CD 



r K 



SEGA SATURN WITH PANZER 
DRAGOON A ONE CONTROLLER 

309.99 

SEGA SATURN WITH VIRTUA 
FIGHTER & ONE CONTROLLER 
309.99 

Saturn plays Musk CD's and 
can b« upgraded lo Full 
Motion Video to play ftlms on CD ^ 
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PLAYSTATION LINK deal 309.99 PLAYSTATION SMART deal' 299.99 

with EXTRA (ONTItOLLER {rrp E29.99] with SMART CARD (rrp U9.f9) 

* SCART LEAD t LINK (ABLE [rip E38,9S] 4 SCART LEAD (rrp £9.99} 

PLAYSTATION X-COM deal 299.99 PLAYSTATION DOOM deol 304.99 

wlthJUOMFUUL GAME (rrp EU.99) with DOOM FULL CAME (rrp E44.99) 



YSTATION5 PLAY MUSIC CD* 



PLAYSTATION WITH EXTRA 

CONTROLLER 2S9.99 

EXTRA CONTROLLER (rrp £29.99] 

or SAVE £23 on the stond - alone 

PLAYSTATION WITH ONE 

CONTROLLER AND DEMO CD 276.99 



SEGA SATURN CD'S 



hhn 44 h I bt n I 



BAKU BAKU ANfMAL ■ . .. 

BATTLE ARENA TOSHINQEN ' 

BLAHi MACHrrJEHEAD ■ „ .., 

BUG 

CVBERSPEEDWAV .„_.._ 

awUSGAIOEN. 

□FADLV SKIES 

DeCONS- , 

DOOM* 

EURO* 

WFA SOCCER M .. . , 

FOfiMUtfl 1 GRflNS PFIK ... 

OOLKN AiE ■ THE DUEL ■ 

OlMRDlANHEROES- 

WHGON 

JOHNNY a^^lDOrtATONE • _ 
MAGCCAHPET" 



"h ^F^ +l-r ThB vra tb 



LX H h- 



JL 1, _,. 



.^7 49 

3e.99 

. AOQQ 

.a7M 

.37 99 

33 M 

33 M 

.33 99 

33 99 

..3£eg 

JJ4.99 

37 99 



fJORTAL KOMHAt 3 ■ . ... 33 99 

'JVSTEniA REALMS OF LORE - .„33 99 

PANnRDRAGO0r«2» .,. .„ „- .- ,,,37 99 

HOBOTICA . „. „ 3S.9B 

SEQAflALLV .„_. 43.M 

SHELLSHOCK - .„ „ 37 M 

EFM Cirv MOO .. .H -,, ^ ,38.89 

£TAnFlGMTER3000- „.,..... .„as 99 

3W4GMAr^» 37 99 

THEME PARK 3799 

THU^JDERHAWK^-FlnESTOHM ...3399 

TRUE PINBALL- _ ..,37.99 

UALORA VAI,I,£V GOLF « dO 99 

VIRTUA COP (WITH LlGF+T GUN) Si 99 

VinTUACOFlWnHOUTGUN) . 37.99 

VinTUA FIGHTER? 43 99 

VIRTUAL GOLF- 37 99 

VJINGARMS _ 3fl99 

WIPE OUT- , „ M-,.33 99 

WORMS 34 99 

K-MEN CHILDREN OF THE ATOM 39 99 



SATURN ACCESSORIES 



COHPETITION PRO 6 BUTTON 

JOVPW FOR SATURN .. 17.99 

-"HOFESSJONAL 
COTJTROL PAD 
'.VlTHALnO/TUPBO 
FIFLE AND SLOW 
MOTION 



1.0G1C 3 

TERMINATOR 

F0R5ATURH 

1S,fl9 

WITH FIRE 
AND POWER 
ftDiCATOfiS 






SEGA ARCADE 
RACER STEERING 
WHEEL FOR 
SATURN 49.99 

TABLE TOP VOKE 
WITH B FIRE BUTTONS 



SEGA 

EIGHT 

BUTTON 

CONTROLLER 

FOR SATURN 

19.99 



i^ 




LOG re 3 

VOYAGER FOR 

SATURN 

16.9a 

AUtOFIRE. SLIDE 
BUTTONS AND 
SLOW MOTION 





PHASE 9 
OOVSSEV FOR 

SATURN 

17 59 

WThAi;iD='- 
TUB&O FiFlE 



OUAHRJirJOVPAD FOR SATURN 
ie.49 




fRGONOMlCAUV 
DESIGNED WITH 

AUTO.TUPSO FIRE 
AND SLOW MOTION 



SEGA VIRTUA STICK 
39.M 

ARCADE ST>LE 
EIGHT BUTTON 
JOVST|C*(WlTH 
RAPID FIRE 

LIGHT GUN FOR SATURN 24.99 

SEGA SATURN PHOTO CD 
OPERATING SYSTEM ie,&9 

VIDEO CO CARD FOR SATURN 159.99 

RF INTERFACE FOR SATURN 19.99 

SEGA n F U NFT FO H SATURN 21 . 99 

FOR CONN EC I ON TO NON-SCARTTV 

SEGA MEMORY CARTHfDGE . 37.99 

FOR GAMES THAT REOUIRE 
BACK UP MEMOHV 

SEGA MULTI PLAYER ADAPTOR 2999 
OUST COVER FOR SATURN 7.99 



ATARI lAGUAR 64-BIT 
CONSOLE WITH 
(TBERMORPH GAME 

AND JOYPAD 
JUST 85.99 





MEGADRIVE 2 WITH 
SUPER KICK 
OFF& 
2 10YPAD5 
69.99 



MEGADRIVE 



AUSTRALIAN RUGB/ LEAGUE .. . 37 99 

CHA05ENGINE ,,1999 

OJT THROAT ISLAND" . .. 43^9 

RFA IHTEBNATlONAL SOCCER 9B 3(j 99 
UCHKINQ .„ „.. 39^ 

HECU GAMES 1 

WORLD Cl'P iTAUA 90, COLUMNS. 
SUPEHhANC IM .. _ M.M 

»*CKEVI^IA _,.., ..,.3195 

UICRD MACHINES sen ,...„ 3fl99 

NaauvFee 3799 

NML ICE mCHEY 95 "1999 

POWFfiRANQEFie- THE MOVIE .. 34 99 
PCWEflURlVE 1999 

P^HEHMANAGEH .^...^ 3J 99 

HSYCHOPINBALL ..„^ 19BS 

nCHDRASM? 19.99 

SC'iC2 .,.,.,.. 19.49 

KMCJ 54 99 

SOMC AND KNUCKLES -,„- f I 99 

BOMCTHFHEOGEHOG ,„.. 14 49 

ST0RYOFT-40R ^ _. 36.99 

STTlEETRACEfl ..,_„,_. ie.99 

SUPfflSRlDHAflKS ^ „. . 34 99 

SrtOCATE 17.49 

TWilEPAW ...„..,,.. JS99 

WSTDfly. ,_. 3749 

UflBV-STRlKE _ , 20.99 

VmrUARAClNG .__.. 3399 



ATARI JAGUAR 



ATARI CONTROL 

PAD FOR JAGUAR --,.-,,19,99 

ALIEN VS PREDATOR „--..„ ... ,..49,99 
BRUTAL SPORTS FOOTBALL .-,_,„-14.99 

CHEQUEHEO FLAG .l. .,.,..19 99 

CLUe DRIVE „. -„.. .17 99 

DOOM .-. 49,99 

DOUBLE DRAGONS . .,... 47.99 

DRAGON 

THE BRUCE LEE STORV ... _, _- .-19^ 

FLASHBACK , ,-,-., .l. l.. 31.99 

HOVEPSTTIIKE 4799 

iriTERNA"'PONAL 

£,E.'j:il[lLE SOCCER ,-, .14 99 

IRON SOLDIER .,.„,„--„.„ ^ gg 

KA5UMI NiNJA 

iRECOMWENOED FOR AGES 17-J 38 99 

riNBALL TANTASIES ..39 99 

FOWERD RIVE RALLY ,,,38 99 

SYNDICATE -- „ 19 99 

TEMPESTMOO 27.99 

TROY AIKMAN |US^ eOOTBALL . ,48.99 

C J I FH-IOAT l?LAfJD' . ... ..43 49 

DONKEY KONG COUNTRY 2 ,„ — . .,4S 99 

DOOM ,.. .. . J5 99 

EARTHWORM JIM a 42 9tr 

FIFA INTERNATIONAL SOCCER 9D 39.99 
lUUSlON OF Tlh^E . 2649 

JHTL SUPERSTAR SOCCER DELUHE 
VERSION RATED 95''= BY NMS 4799 

JOHN MADDEN NFL 93 ., ... _ 9 99 

JUNGLE STRIKE , 3699 

KILLER INSTINCT ,. , .34.99 

LEGEND OF THE MYSTICAL NINJA .1799 

MAHIOflLL STARS ,_,, ?4 99 

MICKEV MANIA , .,,.19.99 

MICRO MACHINES 2 ..37 99 

NBA LIVE 96 .3999 

PQA TOUR GOLF ., .,. .,. „ 18.99 

SECRET OF EVERMORE- , .,,47,39 

SECRET OF MANA M.49 

STREET RACER -, _- 24.49 

STUNT RACE FK „,......., .,.27 49 

SUPER aOMBERMAN 15 99 

SUPER BOMBERMAN2 „ -.22.99 

SUPER ME^ROID 19.B9 

THEME PARK . 37 99 

TiNV TOON ADVENTURES - 

BUSTER BUSTS LOOSE ., -„ .,19 99 

UNlflALLV .,.2499 

yoshf's island . . ., 45 99 

;EL0A3-L1NKT0THEPAST 19.99 
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SONY PLAYSTATKMi CD'S 



3D ARCADE TANh BLAST* -37.99 

30 TACTICAL SHOOTER" ,.. ... ... ...37 99 

ACTUA SOCCER ._3a99 

ALIEN TRILOGY „ .,.36 99 

CHEESY. ... .,.,. 3799 

CRITICOM- — „„„ 36 99 

DEADLY SKIES - ,,.36.99 

DEFC0N5 .-„.3899 

DESTRUCTION DERBY ,.. -.. ^.3fl 99 

DOOM ., 34 99 

EXTREME PINEALL" 37 99 

FIFA SOCCER 9© -, 34.49 

HEiEN» H-H „„. ,..32 99 

ICE ANO FIRE- .^.,.. ._^„,„.3?99 

JUPITER STRIKE- ,,...... l, L,..L..3fi99 

KHAZYJVAN 3B99 

LONE SOLDIER .,,.5499 

MAGfC CARPET" .,- 37 99 



MICKEYS WORLD OF ADVENTURES 


- 38 99 


M^'St. ..„. 


.. 39 99 




. 37.99 




.37.99 


PGA TOUR GOLF 98 „, 


.W99 




.35 99 




„ 36 :■ ■ 


STREETFJGHTER ALPHA ■ .„,„,., 


...3B9- 




3799 




. 41 99 


THEME PARK 


. 33.99 


THUNDERHAWK 2 - FIRESTORM .. 


.39 99 




...36.99 




..,38,99 


TUNNELB1- ^.^^.. 


. ,37.99 




. 37 99 


VIPER- 


.. 37 99 




,36 99 




.. 34 99 


XCOU ENEMY UNKNOWN 


25 99 


X-MEN CHILDREN OF THE ATOM ■ 


3699 



PLAYSTATION ACCESSORIES 



T 



ASCII 

CONTROLLER FOR 
PLAYSTATION 
21.99 



RHE INFRA-RED JOYPAD 
SYSTEM FOR PLAYSTATION 



,.33,99 






INCLTJDES?JOVPADS AMD ARECEVEH 

BOX WITH RECEPTION OF UP TO 

1HMETRES 4<AAABATTERIESREQUlRED 

G-FORCE COMMANDER SUPER 
JOYPAD FOR PLAYSTATION 16.99 

b INDI VIDUA.. AUTO 



"-J 



fi TURBO FIRE 

SELECTORS 
2 METRE CABLE 



PS PR OP AD 

FOR PLAYSTATION 

ft H JTTO^ 

PROGRAMMABLE 

CONTROLLER 

lAilTH AUTOFIRE 

AMD SLOW 

VOTrON 




SONY 

CONTROLLER FOR 

PLAYSTATION 

26.99 



SONY MOUSE FOR 

PLAYSTATION 
23.99 

COMPLETE WITH 
DESIGNER MAT 

PHASE 9 CYCLONE CONTROLLER 

FOR PLAYSTATION . . .17,99 

AUTOFjnt. 

TUPBOFIRE AND 

SLOW MQ'rON 

SONY SMART 

CARD FOR 

PLAYSTATION ,,, 22.99 

ALLOWS ^OU TO SAVE fi LOAD GAME DATA 

SONY MULTI TAP FOR 
PLAYSTATION ...aWO 

ALLOWS FROM ' TO 4 CONTROLLERS 

TO BE CONNECTED- 
LINK CABLE FOR PLAYSTATION 19.99 

ALLOWS "EWO PLAVERS EACH WITH 
'HEIR OWN PLAYSTATION S TQ irNK \J'^ 

SCART LEAD FOR PLAVSTATJON 9.99 
CONNECTS PLAYSTATION TO TV SCART 
SOCKE- ICOMPOSITE OUTPLFTj 

SCART LEAD FOR PLAYSTATION 24,99 

HIGH DUALITY CONNECTION PLAYSTATION 
TO TV SCART SOCKET (HHG OUTPUT) 

DUST COVER FOR PLAYSTATION 7.99 




PC CD ROM 



ACTUASQCCER _ _. _ 26.99 

BAD MOJO- ..- ,30 99 

CHAMPIONSHIP MANAGER 2 29A9 

CHAMPIONSHIP MGR ALL STARS ■ ,..29.99 

CIVIUEATION 2 ■ „3J?.99 

COMMAND fl CONQUER „,, 2999 

DUKENUhEM3D ...2999 

EF2Q0D ^TF1( ?> ,,34.99 

FIFA INTERNATIONAL SOCCER 96 .-3399 

FORMULA 1 GRAN0PRIK2 32 99 

HEXEN jHERETIC 2t ,., ,,,32 99 

MAGIC CARPET - DATA DISK 13 99 

MECHWARRIOR 2 ' THE CLANS ,-,..31.99 
MICROSOFT PLUS ,„....... .. . 35 09 

MS ENCARTA9G 39.99 

MS WINDOWS 95 UPGRADE .., 72,99 

PRAY FOR DEATH* ., ,., 31 99 

QUAKE. 32 99 

REBEL ASSAULTS -- 34 99 

SAM \ MAX HIT THE ROAD ... ._ _. ..>2 99 

SETTLERS?' . , 27.99 

SONIC CD- 22 99 

TOMCAT ALLEY. ^,99 

TOP GUN 'FIRE AT WILL 30,99 

TV^I S TED METAL ■ - 34 99 

VIPER- _.„......,._, _^ „ . .26.49 

WITCHAVEH2' L.L, .,.,.. ..2699 

WORMS , .,.-...26 99 



3DOCD 



GOLDSTAR J DO 

INCLUDES ONE CONTROLLER 
AND FIFA SOCCER GAME 



. . .194,99 



PANASONIC FZ-10 3DO .21B,99 

INCLUDES ONE CONTROLLER AND 
DAEDELUS ENCOUNTERS. STRIKER 
AND STARBLADE 



GOLDSTAR JOYPAD FOR 3D0 
LOGIC 3 SPEEJIPAD FDR 3D0 



J - J - - H h I 



BATTLESPORT 

CAPTAIN OUAZAR — .„.„ 

DOOM ^-^ 

FOESOFALI ... L,... 

GEX ,..., 

JOHNNY BAZOOKATONE - - 

KILLING TIME , ,,, - , 

NEEDFDRSPEED - ...„ . 

PGA TOUR GOLF 96 .,. _.. , ., 

PO'M(P0ED| . . 

RETURN FIRE & HETU«N FIRE 
MISSION DISK - MAPS OF DEATH • 

SPACE HULK .. . , , . 

STARflGHTEP 

SYNDICATE ...-,„,, 

THEME PARK .. ..,.,. ^ 

WING COMMANDER 3 ...-,.__ 



.34.99 

15.Ba 

.23.99 
35.99 
29 99 
3499 
19 99 
34.99 
23 99 

34 99 
19.99 
2399 

35 99 
29 99 
23 99 
19.99 
1499 
19,99 



CD32 CRITICAL ZONE PACK ...139.99 



WITH CANNON FODDER 
ULTIMATE BODY BLOWS, 
LIBERATION, 
MICROCOSM, 
PROJECT X, 
DIGGERS AND OSCAR 




^ 



sftve 




AMIGA CD32 




ALIEN BREED 3D 
ALIEN BREED 3D 2 - 
KILLING GROUNDS 
CHAOS ENGINE .. 



CORE COMPILATION VOL 2 

BANSHEE. :;,rit|.E TON KREW, 
HEIMDALL 2. UNIVERSE 

FIFLDSOFGLORY 



GLOOM J'DOOM' CLONE) , 14.99 

GUARDIAN . „. „-„- ...10.99 

GUNSHIP20CX) .H„ 12 49 

1499 MICROCOSM ..,_„.... 19.99 

OSCAR \ DIGGERS 349 

ROADKiLL „. 1099 

ROBOCOD < JAMES POND 2) ,„ - ...7.99 

SIMON THE SORCERER 14 99 

SUPER SKID MARKS ■ „. ,.- 9 99 

TRIVIAL PURSUIT .., .,.10.99 

WORMS „ _ ...21 49 

2COL ., ,.,,.,.- 3.49 



, .,.£3.99 
... .,.9.49 



„.1D.99 



REGULAR 
U-PAGE COLOUI 
(LUB MAGAZINE 
CHEATS ft MOVES 
lELEASE S(HEDUL£ 



sinre 



REVIEWS 



AUGEHUtHE 
UK PRODUCTS 
f^ HEAVY DSCOUHTS 
9 CREDIT TERMS 
^ GREAT PRIZES 
' ^ TO BE WON 



www. 



reserve.co 



''^^.> 






"^T::.'. - iw 







*>.. 



10am r» 8pm (^ (un) 

01279 600204 

FoK 01279 726142 
(w« II foT bock) 

EitnUC«V«ndlHHHh 



Club Shops at 
CHELMSFORD, ESSEX 

43 Broomht^ld Road. 
Juit around ttie> carrur Irom the bui ild^r44iL 

SAWBRIDGEWORTH, HERTS 

Th^ Mailings. Slcstton RoacJ. 

A Fvw mll« From thr Mil, neor theittfJofl. 

Ili^fni HuCpht in \f\^ ^nopi copry a jOp 

iLNf horge on I he Mall Order pricot 

MwnbT ^ gqly but yCH COn IHcitr ox ^u join. 




WHEN YOU JOIN; 

FOUR GAMES FREE 

S(OOP PU'(HJLS£I U1 i(HTrTUATn4MAM£IlltiiUKHHNG 
Ot lENEWIFK FDI !• 1E1I 01 M»| ANd WEU CiVl TOU: 

ELITE, ZOOL SENSIBLE SOCCER 
& JIMMY WHITES SNOOKER 

ALL FOUR (LASSIC OAMES ON PC CD ROM 

OR Hfl ANTtWriTEMAlTHESMIIIlMEjmOinK 
FCHt ONE TEAI 0» MOtf AND Wl LL Wn YOU A RE! 



GUYVER 1 



OR 



JWANOA VIDEO 

JH'i \>\f--: 4[jr«Kj I 5 



BIKINI JENETTE 

top quality HIOU5E 

ABSOLUTELY FREE 

Just stale your choice as you orOer 
I Qnry one offer may De chQ&qn. Qv^r^ea^ members aad F^ carrl^q 
I AW ofler^ subject lo ^^ock i^vapldbilily 



NOKIA 14 COLOUR TV/MONITOR ...214.99 

WITH NIC AM 5TIRE0 SOUND AND PASTE XT (TELETEXT) 

NICAM DIGITAL STEREO 





■ FftSTEXT 

• MGAM DIGITAL STEREO 
« SQUARE TINTED TUBE 

• AUTO PROGRAMMING 

• ON SCREEN DISPLAV 



• HEADPHONE SOCKET 

« REMOTE CONTROL 

• SCART SOCKET 

» STEREO AUDIO OUT 

• MADE IN GERMANY 



ATARI LYNX 16 




BIT HANDHELD ...29.99 

COMPtiTE WITH 

BATMAN RETURNS CAME 

GET VOUH HAfJDS ON THE MOST POWERFUL 
HANDHELD CONSOLE IN THE WORLD J096 
COLOURS STEREO SOUND. BACKLIT SCREEN 

OVER 30 TITLES IN STOCK FROM 4.99 



'All prices include VAT aii'l .:--irTi;-iqo lo MOST LJH mHinli*nrl -lOtlre^iscs" 
WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDEFl AS VOU JOIN, 

r MONTH TWMi MeMBERSHtP JUST £F 

ONE YEAR MEMBEHSHJP troo fUK) t&.OO {EC) £11,00 {WORLD) 

Buyoneiiemasymjainrof ayearana wefJgivByDLadioiceolgreat FREEfpfS Over 
?50,000 pGople have (omed Ouflr33D,QDO Iransnciiins fn 199S Members aro unfler 

noDbl-gaUQnrDbuvanvt'^i''g Oirr regular cJubmagaj-inecoDram^ a slaggenng &eleciion of 
piDdifdE, mary ^i below Irade pnce Hundreds ol pji^es ol inforrnaliork on our inlemai aife af 

■flnw^ TB^arve couk. Ama^ir^jdjb 5iiop5 af ClielnisrDMj, Eewh and Sawtnntgeivoim, HerTs 

PC repairs & upgrades alSawbntfgeworlli (e.g. your 466 10 PentiurnDv'^ai'F 
No Quibble return paiicy ^i min or £ 5% ■ see Ihe club magazine ia daiaiU. 

OvdrsBBfl ordere must be paid by crodft ea'd 

HardwjiTC iloms (baMery fir mam&j are only supplied lo llie UK mainland 
OversDss surcharge £2.00 per satW/ate ilern or 25% on olher i^Bitis 



{BLOCK CAPFTflLSnleawt 
Name A AcJdress 



CJI VG 



Phone No 



.Postcode 

M Ubc or PC piflno lEat* ChSK cm CD ROfil 

. Machine 



Enter memDership number (it applicable I or 
NEW MEMBE RSHIP FEE f1 M ONTH £1 .OQ) 



em. 



miL 



item 

Please use this box 1o add any optional rasl dehuery charge 
ISX Class PBSLSPjiper posted Item or E3 hardware 



ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P O /Creditcharge/Access/Swilch/Visa 



CREDIT CARD 
EXPIflV DATE 



SIGNATURE. 



SWITCH 

ISSUE NO. 



Mail Order addross. Cheques payable lo: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM2I 9PH 

' Fix a credllcard ordoron 01279 73684? and weJI FAX back. 

Irwvilably uuno qamtn lltEfld may rnV v^ Ds HvatJalM. PteiH phone 
lo check avD\lab-\ny Prices rnqy cfi.1 ngfl wliriOul prior rKHiricHllor>. 
Sonne prpM 13 03.96 E.AOE Sfi<V^ - Saving olf lull 'Via\\ price . 
InTor-UgdiplnL^jl.TTieHaMJngB. SawbrldDBnorlli. »ena. A 




rescrvcco 
Crefllfcharge 
! wrd «ub|ect 

to status, 

5« the club 

mogoiine 

for details. 




A 






THE U.K's No. 1 CHART HIT FOR TEN WEEKS RETURNS. 




COUNTY CRICKET • WORLD CUP CRICKET 

HISTORIC MATCHES ■ INTERNATIONAL TEST CRICKET 

PRACTICE ARENA • FULL PLAYER AND TEAM EDITING 



MEGA DRIVE 



THE NEW SEA 



BEGINS MAY <96 




Contact Codemastera: TeJephone 01926 814 132 Fa* 01926 817 595 

Ttil^ MfMls nM fliKlonrtd W any pla^ W team other Than Brtan Um -« Tha CMemaWeri SofTwm Company Lid, ('CttiamBSlBfS-l 199B, All njfihB RtMrwO. C«H«nB5reri, SporUmaSer. «d erum l*r, Cncksl "K »o inUemtfM bCne UWd Ufi*r ikm^m t» 

c_- .z-^-™.. y« nr,.- L n,:. ...rtd. 3^ i»^ ami »»»iirAH i.ptfiH h^vLEPfrrunipHiinf nmnriq lintftAd Ssffl W(j We^ Ilrive hw UflMdiaih^ oI SeBfl Entecpf i5ea LtO. CtWrnastoia kUBinttn.! EiH-lnmaiki mftuom lu a llCpflnOO- 



Soflware <VBn(an¥ Lw. Bnflp ura nfiht* M useO and fWWlucM Liwte 



The Computer and Video Games FREE Pull-out Guide 
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Don't expect to see any 
picture* for a whiPe, but 
nghting Vipers definitely 
exists In en early form on 
SatumI 
A reliabfe source, close to CVG, has 
actually seen the game up and run- 
ning at AM2's headqarters in Japan 
and reports that even at this early 
stage it looks incredibly promising. 
Even after the brilliant Saturn conver- 
sion of VF2, there were doubts that 
nghting Vipers could - or would - ever 
be converted. The coln-op features 
some amazingly complex backdrops, 
packed with interactive 3D scenery, 
and fVs these that were thought 



MACHINE WARS! 



TTtln^ certainly eeem rosy for 
Se^a In Japan at the moment. 
VF3 la causing disbelief at Its 
Incredible new hardware, the 
new white Saturn la flying off 
the shelYeSf and Panzer 
Drmgoon Zwei has proved more 
popular than Blohazard on 
Playstation, In the UK though, 
the picture Is a fittle less clear. 
Last month, Sega Europe went on 
record claiming that Saturn had 
overtaken PlayStation in weekly 
sales, based on recent Gallup 
figures that showed Saturn just 
behind PS. with unsurveyed stores 
yet to be taken into account. Sony 
have responded by challenging 
Sega to an independent sales 
audita to prove once and for all 
that PlayStation is ahead of Saturn 
fn cumulative sales. Indeed, with 
the new £379 triple game bundle 
available from Dixons, PS sales 
have been seen to double In 
recent weeks. 

So, the Saturn vs Playstation 
argument has left the playground 
and taken to the streets. Can 
there realty be a winner to this 
argument? Personally, we can't 
wait for the Ultra 64. 



impossible to replfcate on Saturn. 
However, although little more than 
the graphics have so far been 
worked on, the game already 
features... the walls! 
Sega's in-house development teams 
are forever making progress with 
the Saturn's capabilities, and AM2, 
with the SGL operating system 
under their bell, are more ambitious 
than any. Head of AM2, Yu Suzuki, 
has always stated they would never 
undertake any Saturn conversion of 
their arcade games unless they 
thought It could be satisfactorily 
translated to their high standards. 



Fighting Vipers is no exception. The 
programming staff hope to include as 
many of tfie coin-op's spectacular 
features as possible. And - wait for It - 
the huge aeroplane that takes off on 
Tokio's level WILL be in therel 
We'll believe that when we see it! 



Virtua Cop 2 is also in an earfy state 
of deveiopmeni at AM2's HQ. So far 
seen, is the first urban level, complete 
with the car chase sequence. Whether 
this proves to be as stunningly close a 
conversion as the first Virtua Cop. only 
time can tell. 




O noting Vipers: They're coming to the Saturn WITH their aeroplane. 



GAME SHOWS OVER 

Fed up with all thoae TV programmes about video games? Well, you 
can't be anymore, because four of them have been axedl 

ITV's Bad Influence and T.I,G.S., and BBC"s Total Reality and Reactive 
have all been axed after popularity In the shows has dropped. Most 
notably, Bad Influence's 50 percent slice of all viewers aged 15 or under 
had dropped to only 30 percent. 

Is this a sign that video games are losing appeal to the core teen age- 
group, or is it just that the shows were, well, crap? Send us your idea of 
wiiat you want - and expect - from a video games TV show. Who knows, it 
might make it onto TV. Although, considering thrs news, It probably won't. 



EEaDEES LIOST 



Wanted chart 



We asked >ou what you're most 
iookirig forward to and here are the 
first gibberir^ results.^ 



tuinWTEN& 



FUmATVH 



z 9UAKE 



PC 



J, NIKTEHDO 6^ 



WKADDA TOU TKIKKt 



4. UiriHATE mi 



SATUKN 



5. VIRTUA FIGHTER } ARCADE 



& TEKKEH 2 (OFFICIAU PUTSTATKW 



7. SATURN SONIC GAM SATURN OSViOUSLT 



g. FIGHTMG VIPERS SATURN 



9. DAnOHA REHH SATURN 



10. MARVEL SUPERHEROES SATURN/ 
! PUrSTATION 



To continue thii chart, we need TOUR lup- 
porL So wh«n you scml inythingtrtto CVG 
(tetters, art, tips, anything), wt went jour 
Top 3 Host Wanted List too, in chosen order. 
Fail to do this and wt won't pay any atten- 
tion to your mail. SO DO fT! Oh, and by Most 
Wanted we mean 'what you want to see 
released', not 'what you want for your 
birthday' or anything. Fools. -@l 
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UK MULTI-FORMAT 
SALES TOP 20 



THIS mST TITI C 
WEEK WEEK " ""^ 



FORMAT 



PUBLISHER 



1 NE CIVIUZATI0N2 



2 3 DUKE NUKEM 3D: SHAREWARE 



3 2 TOTAL NBA '96 



4 1 ACTUA SOCCER 



5 5 SENSIBLE WOS 95/96 



4 



C&C: COVERT OPERATIONS 

nFA '96 



8 



COMMAND & CONQUER 



PC CD-ROM 



PC CC^ROM 



PUYSTATION 



PUYSTATION 



AMIGA 



MICROPROSE 



US GOLD 



SONY 



GREMLIN 



TIME WARNER 



PC CD-ROM 



MKADRIVE 



PC CD-ROM 



14 DESCENT 2: SHAREWARE 



10 20 CHAMPIONSHIP MANAGER 2 PC CD-ROM 
Tl RE ROAD RASH I PLAYSTATION 



PC CO-ROM 



12 RE VIRTUA COP (GAME & GUN) 



13 NE D 



14 8 



NBA LIVE '96 



■ 15 



SAM & MAX 



SATURN 



VIRGIN 

TR 



VIRGIN 



INTERPLAY 



OCEAN 



SEGA 



PUYSTATION 



PC CD-ROM 



PC CD-ROM 



16 10 TRACKSUIT MANAGER 2 



19 BEAVIS & BUTTHEAD 



18 15 7th GUEST: WHITE LABEL 



19 RE PREMIER MANAGER 3 DELUXE 



20 RE FIFA '96 



AMIGA 



PC CD-ROM 



PC CD-ROM 
PC CD-ROM 



PC CD-ROM 



ACCUtM 



EA 



KIXX 



ALTERNATIVE 



VIRGIN 



GREMLIN 



EA 



JAPANESE MULTI-FORMAT SALES TOP 10 



1. SUPER FAMISTAR g nRSEBALL GA MET 

2. POWERFUL PRO BASEBALL 3 



3. POCKET MONSTER 

4. EVANGELION 



5. VAMPIRE HUNTER 



6. BAHAMUT UGOON 



7. GUN HAZARD 



8. J LEAGUE PRO SOCCER CLUB 



9. Z GUNDAM: AWAY TO THE NEWTYPE 

10. SIM TOWER 



SUPER FAMrCOM 



SUPER FAMICOM 
GAMEBOY 



SATURN 



SATU RN 



SUPER FAMICOM 



SUPER FAMICOM 



SATURN 



SUPER FAMICOM 



SATURN 



AMERICAN MUm-FORMAT SALES TOP 10 



1. AUEN TRILOGY 



2. KING'S FIELD 



XE 



4. NBA: IN THE ZONE 



PUYSTATION 



PLAYSTATION 



PLAYSTATION 



PLAYSTATION 



I 5. STREETF1GHTER 

6. NFL GAMEDAY 

7. NBA LIVE '96 



'LAYS' 



PLAYSTATION 



8. NBA LIVE '96 

NHL FACFOFF 



4 



10. JOHNNY BAZOOKATONE 



SUPER ne; 

GENESIS 

PLAYSTATIOi 



PLAYSTATION 



COMPUTER & VIDEO GAMES 
MOST RECOMMENDEDl 

Nothing to do Willi how well they're selling. These afe what WE reckon are 
the best games available th^s mor^thl 



^^^^ 



SATURN UK TOP 5 



1. STREET RQHTER ALPHA 



VIHQm 



2. VIRTUA RGHTER 2 



SEGA 



3. SEGA FWLLY 



SEGA 



4. VIRTUA COP 



SEGA 



5. X-MEN: CHILDREN OF THE ATOM 



ACCLAIM 



SATURN IMPORT TOP 5 



1. PANZER DRAQOON ZWEI 



SEQA 



2. STREET FIGHTER ZERO 



CAPCOM 



3, VAMPIRE HUNTER: DARKSTALKERS REVENGE 



CAPCOM 



4. GUARDIAN HEROES 



SEGA 



5. GUr^ GRIFFON 



GAME ARTS 



PLAYSTATION UK TOP 5 



1, STREET nOHTER ALPHA 



VIROIN 



2, ACTUA SOCCER 



GREMLIN 



3. WIPEOUT 



PSYGNOSIS 



4. DOOM 



GT JNTEFWCTl^^H 



5, ALIEN TRILOGY 



ACCLAIM 



PLAYSTATION IMPORT TOP 5 



1. TEKKEN 2 



NAMCO 



2. BIOHAZZARD (RESIDENT EVIL) 



CAPCOM 



3. STREET RGHTER ZERO 



CAPCOM 



4. RIDGE RACER REVOLUTION 



NAMCO 



5. NAMCO MUSEUM 2 



NAMCO 



PC TOP 5 



1. QUM(£ DEATH MATCH TEST 



ID SOFTWARE 



3. TOY STORY 



2. TERRANOVA 



VIRGIN 



3. DESCENT 2 



JNTERPLAY 



4. DUKE NUKEM: SHAREWARE 



US GOLD 



5. BEAViS & BUTTHEAD: VIRTUAL STUPIDTY 



VIACOM 



MEGADRIVE TOP 3 



1. SONIC AND KNUCKL£5 



SEQA 



2, EARTHWORM JIM 2 



VIRGIN 



SEGA 



SUPER NES TOP 3 



L METROID jBABQAIN £14.991) 



THE 



^ 



2, SUPER MARIO BUNDLE PACK [BARGAIN £34.991 



THE 



3. YOSHI'S ISUND 



THE 



3D0 TOP 3 



_ L CAPTAIN QUASAR 



2. RETURN RRE: MAPS 0" DEATH 



3. FOES OF AL» 



STUDIO 300; j 

— 4 



EA 
lA 



ARCADE TOP 5 



1. STREET nOHTCR ZERO 2 



CAPCOM 



2- FIGHTING VIPERS 



3, DiRT DASH 



SEGA 
NAMCO 



4. MANXn 



SEGA 



5. SOUL EDGE 



NAMCO 




Squarrkt I'm at number\ 
oa9inth0 CVQ chBrt^ 
¥fho'9 a pratty boy then!/ 



G^B-up ScamplI 



c^ 



CVG TEAM'S MOST PLAYED 
GAMES OF THE MONTH! 



Want to know what 

we're playing the 

most? No? Well, 

stuff you then. 




1 PANZER DRAGOON ZWEI SATURN 



2. STREET FIGHTER ZERO SATURN 



3. RESIDENT EVIL 



4. VAMPIRE HUNTER 



5. THE NEED FOR SPEED PLAYSTATION 



PUffSTATION 



SATURN 






lU*^tiC£)M *^ 




Just across the room from the all-new 
C&VG there's a small corner full of 
old discarded computers, consoles 
and tattered back Issues of C&VG. This is 
David Kelsairs newly formed lunchtlme 
retro computer club and It alms to bring 
you the hottest gossip from C&VG ten 
years ago. 

C&VG 'Way" ™b" 

One to add to your cassette-based collection from this 
month h3S got to be BOMB JACK by ELITE software 
(of Kokatoni Wilf. Dukes of Hazard fame) on the C64 and 
spectrum- The basic Idea of the game is to help BOMB 
JACK collect a load of bombs - at the same time as 
avoiding the nasties. Jack car^ run. jump and fly around 
the screen, and if he follows a particular sequence 
bonus points can be earned. Er... and that's it really 
except that it was a C&VG HIT! and had previously coined 
it in at the arcades. You should be able to pick up either 
version for about £2.50 at selected Computer Caverns. 




i^"' ■,itii -^ 



O Southern BOII0, Sequ9l 
Evoning Star coming sooni 



Remember IMAGINE-THE NAME OF THE 
GAME they had some classic titles includ- 
ing PING PONG, a nifty little conversion of the 
KONAMl original. Another C&VG Hit and a 
great (maybe the only?) computer game of 
table tennis. ■* 

OOOH! Just 
a qiiickie, 
remember 
when Star fox 
was coming 
out on the 
SNES and 
they changed 
the name to 
Star wing. V^/ell 
its cos 

Ariolasoft had already done a similar type of 
game called Starfox for the C64. 

Fbrget SEGA RALLY or RIDGE RACERS. What 
you want is SOUTHERN BELLE; KING 
ARTHER Class 4-&0 locomotive simulator. 
Your task Is to take the passenger train from 
Victoria to Brighton, playing the roles of both 
driver and fireman. Cope with coal and water, 
keep an eye on the signals, and arrive at the 
stations on time. Worth checking out for the 
novelty value alone, athough Tony Crowthers 
LOCO or SUICIDE EXPRESS are a lot more fun 
if hardcore train action is what your after. 



@ Tony Crowthor 
had Ms frst game 
rotfocted by C&VQI 
UKMly ha wam^ 
that put off ottiM^ 
wise the Hkes of 
POTTY fWGEON 
would never have 
surfaced. 
9 The brilliant 



It I *«t 



mm\ 




BOMB JAC9C Seek It outi 



1986 CHflRTS 



ANtonnab- 
SpBctTiBD 4ac, 



1. mRDBflU. 

Z. YE AR KCM PC] 

I n sii 

h. RflMBO 

IFfl CUP FOOTDflU 



COtmODORE M 
HI PORHATS 
flU FORnBTX 
AU PQRHATS 
fUFORHflTS 



VI ^4 J 



¥ I 



O Ping Pong 
featured the 
most awesome 
Spectrum 
sound everl 



\ 



i 




COLLECTORS CORNER 

SPECTRUM: BATMAN^ TURBO ESPRIT 
C64: THRUST 

CONSOU: Release of the NE8 means that 
classic carta witl definitely be uncovered 
during the coming months, 
ARCADE: SPEWNKER by Irem marked 
maybe the first time an original computer 
game had been converted to arcade. The 
game was bastcally a sort of PETER PAG 
RAT or LODERUNNER clone but made a 
change from the scrolling beat 'em upa 
that were hogging the arcades at the time* 



J 





O Never hoard of SPEWUKERow 
PETER PAC RAT ^7 Don^ worry check 
out the classic LODERUNNER Instead. 



"The Cabin " will almost certainly be the most 
popular feature in C&VG and we wiU gratefully dis- 
play reader and advertisers ads for free to help 
hunt down those classics of yesteryear 



H 

a 
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y popular demand CVG brings you the best Killer Instinct 
2 guide around. We have got our grubby littlo hands on 
all of the finishing movesr c»>mbo breakers and special 
moves. Help has come from the people at Rare with this 
guidOi the man in the north known as Graham Duffy^ and our 
agent around town Danny Boutros. 



SUPER MOVE Bar 




The most noticeable addKLon to KI2 Is the Introduction of a super move 
bar. As the player takes hits, performs special moves, and so on, this 
Imt All* up. Once this happens each player has the ability to |>ar^ 
form super speciaf moves. All fighters have rou^ty six super 
attacks to their name. 



COluBO BREAKINa 



'$); 




ADDITIONAL LINKERS 



As you may remember In Uie first Kl, linkers were the most Important fea- 
ture In performing combos, but sadly each player had only one 
linker to extend their comlios. Now each character In KI2 
have multiple-linkers, which means that the total 
amount of combos available to each player exceeds 
five-figure numbersi 




No longer will you need to 

know the power of attack that 

your adversary Is performing to 

break ft. KI2 simpiiflee the art 

of combo breaking by using this 

aJmple metliod: Punches break Idcks, and kicks 

break punches. This means that If your opponent Is 

starting to unleash a combo using the various kick 

buttons, you can break It quite easily by pressing 

punch after the combo l>reaker sequence. 






J- 1 



Laser 
Slide 

En do ku ken 
Tiger Fury 



,,VV^ 



->r 



>v 






'A 



■f*i\ 



\ 



( All moves are assuming the player Is 
facing ritfit ) 
HCB=Half Circle Back 
HCTsHaif Circle Toward 
F=; Forward 
B=Back 
D=;Down 
U=Up 

l=Qiilck Punch 
2=Medlum Punch 
3=nerce Punch 
4=Qulck Kick 
5=Medlum Kick 
6= Fierce Kick 

THE NUMBER BESIDE EACH SUPER 
MOVE, INDICATES THE AMOUNT OF 
BLOCKS USED IN THE SUPER BAR. 



SUPER MOVE 



Super Endokuken 



Super Windkick 
Super Nioja Slide [3] 
Super Tiger TTirash {3] 



6. OB, 5, DB. D. 

DF. R-3 

flPo. DB, B, F45 
!dB. D, DR F, B+6 
%. DB. fi, DB, 0. 

OF, F+3 



COMBO BREAKER 




/■ ^ 



Note: Fatalities can only be performed 
once the opponents energy is flashing red, 
also these have to be activated inside a 
combo. Super Moves are only possible once 
the super bar is maxed out. 



Dragon Summon 
Sword Strfke 




0. DB. B, F4-2 
fP D, DF-^e 





Tj COMBO 



s 




Trem 

Spin punch 
Rollercoaste 
Powerline 
Cyclone 




Skuil Crusher 



SUPER MOVE 



Power Frenzy [2-6] 



HCB+3 . 



Super Spinfist [3] 

Super RoHercoaster [5] JEB 

Dizzy Tremor [3] 



HCB then F+ 

then F+ 






COMBO BREAKER 



B, F+any P/K 



FATALITY 





Knockout 



DF. D, DB, B-.- 
Hold 4 for two 
sees then reiease 



SABREWULF 



M 





Sabre Wheel 
Sabrepounce 
Sabrespjn 
Howl 
Sabre Flip 



Lupus Loopy [6] 

Spirit Spark [3] 



Floor Press Jump [3 
Super wheel [3] 



Superspin [3] 




^CB then F+6 



HCB then F+3 




COMBO BREAKER 





conputj 






Skeleskewe 
Flaming Blacie 
Skull Scrape 
Power Devour 
Soul Drain 
Skeleport 




SUPER MOVE 



Grim Reaper |3] 



Rve Skulls [6] 



Super Scrape [3] 
Super Blade [3] 




Freeze Skul) [ 





JJ. DF, F. D. DF. F+1 
D. D+4 



> 




Cold Shoutde 
Liquidize 

Icy Grip" 
Arctic Bias 
Ice Spear 



FULGORE 



m 






Cyberdash 
Plasma Shield 
Laser 

Plasmasiice 
Laser Storm 




Move 



HCT+ar^y K 





D, DB, B+any K 






-r-- 



To, DB+2 or 3 
D, DF+any 
F. OF, F+any P 



SUPER MOVE 




Ultra Slice [6] 



ITb. DB. D, 



DP. R-3 

Lock-On [1] '^^^P' HCT+4 

Air EyeLaser Jump [1] ^BP^F, D, DB+3 

Cloak [1 blocV2 steps! . DP, D. 00+ 

Superdash [3] ' F 

Plasma SparksrS^^^^^TICB then F+' 



HCT then B+6 



Teleport (1] 





B, D. DB+P/K 






COMBO BREAKER 



B. ORCHID 



s 




SPECIALS 






Gyro Kyaku [6] 



Firecat [3] 
Super San [3] 






D, DB. HCT+6 



OF, 0. DB, B. F+5 
DB, D, DF, F, B+3 



COMBO BREAKER 




Move 



I F, D. DF+anv P/ 



FATALITY 




F, D. DF+any P/K 




A 




SPECIALS 



I 





Wetj Of Death 
Skull Splitter 
The Conqueror 
Back Stab 





^R 0. DB+any K 
^, D, DB4-3 
fffiTD, DF+an! 
P. D. DF+( 



SUPER MOVE 



The Destroyer [6] 




Ground Flame [4] 



Shadow Overhead [3) 



Super Web [3] 
Super Boot [3] 



I DB, a, DS, D. 
DF. F+3 
^8, D. OF, F, B-^4 




J DF, F. 8+3 



w 



, D, DB. B. F+6 



COMBO BREAKER 




KIMWU 



W 




SPECIALS 




Tornado Kick 



Firecracker (mid-air) 



Splitklck 



Fireflowef 




OF, 0, D&f 2 or 3 
DB, D.DF+anyK 
F, D.DF+1 



SUPER MOVE 




Snap Dragon [6] 



Shadow Tornado [3] 
Ultra RrebaJI Jump [4] 
Fire Cracker [3] 



I 



Move 



D, DB, B, DB.O, 
DF. F+3 
DF. D, 08, B. F+6 
0. OF, F, B+2 

DF. D. DB. B, F4: 



COMBO BREAKER 




Flip Kick 



Savage Blades 




Maritis 
Jungle Lea^ 
Cobra Bite 




B, F+1 



SUPER MOVE 



Tree Cutler [6] 
Shadow Mantis [3] 
Super 8(ades 13] 
Super Flip [3] 




Move 

HCB then ?M 
-HCBthen F+3 

DF, D, OB, 6, F+2 
|V, O. DB. B. F>5 



COMBO BREAKER 





Shrink 



Jumbo Crusher, 



Vnputtr 





Ar^u \ vv 1 



> 



Ny i^ame is Hunter 
and 7 am Tom^ 
and i give a bone 
my favourite pict 



*VT he pages where budding art masters get « 
[n^kheir 1 month of fame- ) 

ost of this months stuff is niclted from NIMS and Mean Machines l 
to start off this new re^iar section. But send in your kwaiity art | 



and there'll be a prize for the best one. Send them to: 

Drawlns wot you dun, CVG, Priory Courtr 30-32 Farrintfdon Lano, London ECIR 3AU. 



I 




THE OliTIMhTB 




,,,_^r^^'^^ "^ ^ 



ofcv^ 



O Nice £ra|itilc by Chrift Bymo, 
Well dono Chris keop up the ^ood 
worit. 

Q Good art, good gamo, If U 
'Pinky" Lomas has got anything to 
say about ft. From Gregory "Essex 
boy" Speller 





I 









^Te «P^-u imtt^i f 



UPlH 



riib^iM>^ 



L^Hi 



O WehayT Look at those monsters go. Pity about the Insurance 
Gomiiany headed paper. 



Q Now that s not copied straight off 
the box Is It? Tsk, tsk Ian someone 
from somewhere. 






V^ctent-Atfl^fc'U 



^Wlrtu 




O Now this offering from Michael H. Is right up my 
street. Ortglnaltty, creativity and a healthy dose of 
bloodi Gore-tastld P.S. like the frogs, nice touch. 
& Jolly looking bloke Isn't he? Not bad for a 5 year 
old. Well done Simon Brooke. Give yourself a pat on 
thehfiKl. 




Another 
gWKlh hero 
■rt fans. From 
ttw multl-tal- 
•nted |ohn 
Hwford, 
a£ed7. 



e I SIke thli 
but Ibon a^aln 
I'm probably 
MaMd. Mean 
Machine la a 
tort of role 
modal for me. 
Don't know 
who H'a by. 


















7 



O No brlan eh? Obviously, come on Stephen 
Bennett don't let the aide down. 




^^4^ 




computeil 

gam£^ 



O Now thia I like- Pinned on my 
wall Infact. Don't knew who It's 
by. Genlua- 





O 6 out of 10. What more can I 
aay Hana K.S.A 



O Sorry floes Fretwell, this Is traced from a Mean 
Machines Poster. Who do you think you're trying to 
fool? 



^U9€9 




^^MMB 



O Craig Lament go to the head of 
the class. 






o S 



t 



9" 

c 








O Would someone remind Robert Harris to put the 
Hda back on hia felt tips. 



® At least it's not traced but come on Kevin 
Bradley pull your Anger out, you can do better than 
this. 



Q Hmmm, not bad. Sorry couldn't 
decipher your signature. 










Ultimate Mortal Kombat 3 Is growing in popularity around the 
country at the moment and with the Saturn and 3DO versions 
almost in the shops, It's worth us telling you everything we 
know about the game so far. This month we're giving you a moves list 
for all of the characters, including the three hidden fighters. Next 
month we'll share some of our amazing combos with you . 





ANIMALITIES ^•r-^fc 

Tlws« can only be perforaied after Mercy has bo 
shown to an opponent and they have been def«a^ 
e<l again. 



I 




FATALITIES 



^ «' 



\m 



Theee muat be performed In exactly the right 
position < and they are marked In brackets. If you 
need to hold an attack button to perform the 
Fatalltyr hold It when out of range then move Into 
position. These are the exact distances: 



Full Screen 
Jump 

Sweep 

One Step 

Close 



Move as far away as posslbis 

Move next to the opponent 

and Jump away 

Stand at the edge of the 

reach of a sweep 

Stand next to the opponent 

and tap Backwards once 

Stand so that you ere touch 

Ing the opponent 







u 


Up 


i 




D 

F 
B 


Down 

Forwards 

Backwards 


1 












HP 


High Punch 






LP 


Low Punch 






BK 


Block 






R 


Run 






HK 


High Kick 






LK 


Low Kick 






+ 


Press both buttons at the same time 






V 


Press buttons In sequence 






A"*^ 


' by the move means that H can be 






performed In the air. 




_ 
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p 



Fan Throw* 
FmUn 
Ryln^ Punch 
Tall KIw Fatality 



F, F, HP+LP 



F, D, B, HP 
(cloaa) R, R, 
BK,BK,U( 
DacapHatlon Fatality (closa) B, O, F, 

F, HK 

D, B, Fp f; IP 

F, F, D, F, HK 
(1 step) D, D, 

, D, R 

F, D, O, Ul 



Bubblas FiiMdshlp 
Baballty 
Rabbit AnInuUlty 



Pit Fatality 




Add Spit 
Fast Forca Ball 
Slow Forca BaU 
Dashing Elbow 
Sllda 

InvlalNHty 
Tongua Fatality 

Add Puho Fatality 
Snake Box Friendahip 

Baballty 
Monkoy Anlmallty 



f nt Fatality 



F, F, HP 

F, F, HP+LP 

B, B, HP+LP 

B,F,LK 

B+LP+BK+LK 

U, U, D, HK 

(awMp) Br F, 

DpBK 

?'???7?????? 

???77?77777 

77777777777 

77777777777 

F, F, B, D, LK 

(cloaa) D, D, 

D, U+HK 

BK, R, BK, BK 




Straight Blado 

Low Blada 

High Blado 

Shadow Kld( 

Invlndblllty 

Stidc Shake Fatality 



Stick Uppercut 

Pogo Stick Frlondahlp 

Baballty 

Kitten Anlmallty 



Pft Fatality 



B,F,IP 

B,F,HP 

D,F,IK 
B, F, H 
(doae) Hold 
BK + preaa U^ 

U. D, F, HP 

(close) R, R, 

R, BK, R 

B, D, B, B, HK 

D, D, F, D, HK 

77777777777 

77777777777 

77777777777 

77777777777 




Harpoon 

Teleport Punch* 

MId-AIr TTifOw 
name Breath Fatality 

Muttfple Death Fatality 

Skull Box FrIomMilp 
Baballty 
Penguin Anlmallty 



Pit Fatality 



B,B,LP 
D, B, HP 

BK \n the air 
(Jump) D, D, 
D, U+HK 
(doae) F, F, D, 
U+R 

77777777777 
D, B, Bp F, HP 
(doae) Hold 
BK -I- preaa F, 
U, U, HK 
77777777777 
77777777777 




Sal FTreball* 



Teleport Kick 
Ground Roll 
Nail Spit Fatality 

Eat Fatality 

Mirror Friendship 
BabalKy 
Skunk Anlmallty 

Pit Fatality 



Hold HP for 2 

seconds and 

release 

F.F,Ul 

B, B, D, HK 

(full screen) 

B, B, B, F, LK 

(dose) D, F, D, 

F, LP 

D, D, B, F, HP 

D, D, F, F, HP 

(close) F, D, D, 

F, HK 

D, D, D, LP 




CO 



nreball D, B, LP 

Teleport Fundi* D, B, HP 

Slam B, D, B, HK 

Decapitation nrtamy (close] R, BK, 

Rf Rf fin 

Slam Fatality (sweep) Hold 

BK + press D, 
U, D, D, D, 
release BK, 




77777777777 
77777777777 
77777777777 
77777777777 
77777777777 
77777777777 
R, R, R, R, LK 



comput 

Vide 



[•rill 




Ice Bail 

Floor Freeze 

Slide 

Black Screen Fatality 

Second Fatality 



Friendship 
Baballty 

Anlmallty 

Pit Fatality 




DpF,LP 
D,B,LK 

B+LP+BK+LK 

(dose) D, D, 

D, F, HP 

77777777777 

77777777777 

77777777777 

77777777777 

77777777777 

77777777777 

77777777777 

F, D, F, F» HP 



" 






D, F, LP ^ 




m 


Energy Hreban 




Bicycle Kick 


B, B, D, HK 




Flylnf Punch 


_ F, B, HP 




UgToss 

Pink Kiss Fatality 


D+LP<i-BK 
(Jump) Hold 
BK+R * press 
U, U, B, D 




1 
1 


Flame Kiss Fatality 

Flowers Friendship 

Baballty 

Hawk Anlmallty "^ 


(anywiwre) B, 

F, D, D, R 
B, F, B, D, R *W 
D, D, F, LK 
"- (dose) Hold 
LP + press B, 
F, Dp F, release 
LF 




PH Fatality 


Ft F, D, HP 




MIsdIe 

Double MIsdIe 
Floor Punch 

Qrmb and Pundi 
Dashing Pundi 
Badtbreakor 
MuWple Slam 



Big Foot Fatality 
Blade Chop Fatality 



Skipping Friendship 

Baballty 
Lion Anlmallty 



Pit Fatality 



B.F.HP 

F, F, B, B, HP 

Hold LK then 
release ^^^ 

F, F, HK 
BK In the air 
LP to throw, 
then HP 
repeatedly 
Uump) R, BK, 
R, R, LK 
(close) BK + 
press U, D, F, 
U, release BK 
LK, R, Rp LK 
D, D, D, LK 
(close) Hold 
LP + press F, 
F, D, F, rdeasa 
LP 
D, F, D, LP 




'■^t_ 




-\ 1 




Tr 



W 



MCDTICC^^ ^ ^ ^ ^ ^ ^ T» 

inCnUlCd To show mercy, fight through Into a -third rounded 



win- When the ■'Finish HIm/Herl'' message appears, get over half a 
acreen away, hold R, press D, D, D, then release R. 



hr 



Wf fW Wf WW WW WW WW WW WW WW WW WW WW wit tMf IWf WIf IMf flff fflf filf IBf fitf Itn wwn iwr iwr inr iiir iwr nrw ynw rwww wwww iwr twt tut 



pamputfi 
fAoED 



Sh*^! 





Arrow Shot 

Ax« Upp«rcu1 
Shouldor Charg« 
Rebound Shield 
U^ Beam Fataltty 



D, B, LP , 
D, F, HP 

B, B, B, HK 
(cloM) Hold 
BK + proee U, 

Up B, F, _ 
release BK, 



Utfhtnlng Axe Fatality (JumP) B, B, D, 



Ray den Friendship 



Baballty 
Wolf Animaltty 

Pit FatalHy 



(outside 
sweep) R, R, 

R<D 

F, B, F, B, LP 
(close) F, F, D, 

D 




Knife Tlirow 
Knife Uppercut 
Straight Roll 



Vertical Roll 

Shake Throw 
Air Throw 
Skeleton FatalHy 



Eye Laser FatalKy 

Bubble^m Friendship 

Baballty 

Spider Anlmallty 



PH Fatality 



D, B, HP 

D, F, HP 
Hold LX, then 
release 
Ft D, F, HK 
D, F, LP 
BK In the air 
(close) Hold 
LP 4- press F, 
D, D, F, 
release LP 
(sweep) LP, " 
BK, BK, HK 
LKp R, R, HK 
F, F, D, D, LK 
(close) HoM 
HP + press 
BK, BK, BK, 
release HP 
Hold BK + 
press U, U, B, 
UC 



Ice Ball 

Ice Statue'' 

Ice Shower 

Close Ice Shower' 

Far Ice Shower 

Slide 

Freeze Snap FatalHy 

Ice Blow Fataltty 

Snowman Friendship 

Baballty 

Polar Bear Anlmallty 



Pit PatalKy 



D,F,LP 

D, B, IP 

D, F, HP 

D, F, B, HP 

D, B, F, HP 

B+LP+BK-i-LK 

(close) BK, 

BK, R, BK, R 

Gump) B, B, D, 

B,H 

LK, R, R, U 

D, B, B, HK 

(close) Hold 

BK + press F, 

U,U 

B, D, F, F, HK 



Straight Missile F, F, IP 

Homing Missile ~" F, D, B, HP 
Teleport Punch* F, F, IK 

Platforni Crush Fatality (sweep) LP, R, 

R, BK 
name-thrower Fatality (full screen) F, 

F, F, B, BK 
Strength Te«t Friendship (half screen) 

R, R, R, D 

Baballty B, D, D, D, HK 

Bat Anlmallty (close) F, F, D, 

U 

PR Fatality — — — r^ r^ r^ |> 



rl I r A I nLI I IC^ Tliese ere always performed when ^ 
close to an opponent. They only work on: The Subway, Shao Kahn's 
Tower, The Pit 3, and Scorpion's Lair backgrounds. 




nrebaHi 
Scream 

Fly 

Air nrebell 

Scream Fatalfty 

Heir Spin Fatality ""' 

neld Qoal Friendship 

Baballty 

Wasp Anlmallty 



F^F.LP 
F, F, F, HP 
IB, Bf F, HK 
D, F, lA In the 
air 

(close) R, BK, 
BK, R<i-BK 
(sweep) R, H, 
BK, R, BK 
R, R, R, R, R, U 
R, R, R, U 
(close) F, F, U, 



Pit Fatality 



D, D, D, LP 




Hlgh Grenade 
Low QreiuKle 
Machine Qun 
Baton Throw 
Baton Trip 
BombFaUllty 

laser Fatality 



Traffic Cop Friendship 

Baballty 

T-Rex Anlmallty 



Pit Fatality 



D, B, HP 

D,B,tP 

B, F, HP 

F, F, HK 

F,B,LP 

(close) D, F, D, 

F, BK 

(ftill screen) F, 

F.F,LK 

LP, R, R, LP 

D, F, F, B4-HP 

(one step) R, 

R, R, BK 

Hold BK + 

P«» F, U,U, 




Net 

Close Bomb 



B, B,LK 
Hold IK + 
press B, B, HK 
Hold LK + 
press F, F, HK 
F, O, BK 
D, F, BK, then 
F-f-HP to throw 
Helicopter Heed Fatiritty( anywhere) 

Hold BK + 
press D, D, U, 



Far Bomb 

Teleport* 

Jumping Air Throw 




Self-Destruct FatalHy (close) D, D, F, 

U+R 
Dance Friendship 
BabalHy 
Shark Anlmallty 



PH Fatality 



R, R, R, U 
F, F, B, HP 
(close) Hold 
BK -f press U, 
U, D, D 
R, BK,R 



FRIENDSHIPS AND BABAIITIES »** 

Those can only be performed If the BK button has not been used 
during the final round. They can be performed from anywhere, 
unless otherwise stated. 



-a 









B, F, LP 






Hat Throw 






Teleport 


D,U 






Spin 


F, D, F, R + tap 
repeatedly 




^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^r 


Diving Kfck 


D+HK In the 




^^^^^^^^^^^^^B i 




air 




^bBI 


Spin FatalHy 


(anywhere) R, 
BK, R, BK, 




R^^l 


Hat Slice FatalHy 


(sweep) F, F, 
B,D,HP 




PiHI 


Hat Throw Friendship 


(outside 
sweep) R, LP, 
R, LK 






Baballty 


Dt F, F, HP 






Leopard Anlmallty 


(close) Rr R, R, 
R, BK 






Pit Fatality 


0, D, F, F, UC 







:12 



wwwwwwww 




nrsball* 
Dashing Spin 
Qround Blad* 



Scf earn Fatality 
Hud Pump Fatainy 



B, B, HP 
B,F,LK 
B, B, B, R (tap 
B mora to 
make It 
faatar) 
(cloM) R, BK, 
BK, BK, HK 
(awMp) D, D, 
B, F, BK 
Marshmallow Friandstilp (outald« 

sweep) R, LK, 
H.n, U 
R, R,LK 
(cloM) Hold 
HP + press F, 
F, D, F, 
release HP 
BK, BK, HK 



Baballty 
Rhino Anlmaltty 



Pit Fatality 




Flr^tell 
Floor Stomp 
Teleport Stomp 
Head Pound Fatality 

Skin Peel Fatality 



Plate Spin Friendship 



Baballty 
Scorpion Anlmallty 



PH Fatality 



D,F,HP 

B, D, B, HK 

D.U 

(close) F, D, D, 

F,LP 

(close) Hold 

HK + press Bp 

F, F, release 

HK 

F, F, D, F, wait 

half second f 

HP 

D, D, D, B, HK 

(close) R, BK, 

BK, BK, BK 

D, F, D, F, IP 




IS 



single Fireball 

Double Fireball 

Triple nreball 

Roor Rreballs 

[iai®(3I?lX]Si 

KHana 

Reptile 

Jade 

Scorploi 

Mlleena 

Ermac 

Classic Sub Zero 

Sonya 

Jax 

Nlghtwoir 

Kano 

Sub Zero 

Sektor 

SIndel 

Stryker 

Cyrax 

KungLao 

Kabal 

Sheeva 

Uu Kangi 



Smc»ke 

,J1oor Spikes Fatality 



Soul Splat Fatality 



^iouet Friendship 
BabalHy 
Cobra Anlmallty" 



iPIt Fatality 



B, B, HP 
B, B, F, HP 
B, B, F, F, HP 
F, B, B, LK 

F, D, F, R 
R, BK, BK, HK 
F, F, D, D+BK 
D, D, F, LP 
R, BK, HK 
D, D, U<i-HK 
BK, BK, R, R 
D+LP+R^-BK 
F, F, D, LP 

■ " 

B, F, BK 

F.D,F,HP 

D, F, B, R 

D, B,iK 
F, F, F, HK 
BK, BK, BK 
R, R, BK, R 
LP, BK, BK 
Fr D, F, LK 
HoM BK ^ roll 
360 degrees 
forward 
D, B, B, LP 
(close) Hold 
IP * press D, 
F, F, D, release 
LP 

(Close) Hold 
LP -f press R, 
BK, R, BK 
LK, R, R, D 
R, R, R, LK 
(Close) Hold 
HP ■«■ press R, 
R, R, release 
HP 

llohlBK4 
press U, U, B, 
LP 




Standing Rreball^ 
Low Fireball 
Bicycle Kick 

nylngKIck 
Flame Fatality 

Arcade Cabinet FaUllty 



Shadow Friendship 
Baballty 
Dragon Anlmallty 

PH Fatality 



F. F, LP 

Hold LK,then 

release 

F, F, HKji* 

(anywhere) F, 

F, D, D, LK 

(anywhere) 

HoMBK + 

press U, D, U, 

U, release BK, 

BK+R 

R, R, R, D+R 

D, D, D, HK 

(one step) D, 

0,V 

R, BK, BK, LK 



conputei 

vioEC 



.1 




Harpoon 
Teleport Punch* 
Invisibility 

Air Throw 

earth Explode Fatality 



B,B,LP 

F, F, LK 

Hold BK -f " 

press u, u, R 

BK In the air 
(Ml screen) 
HoMBK -K 
press U, U, F, 
D, release BK 
Internal Bomb Fatality (sweep) Hold 

BK^f R + press 
D, D, F, U 
(full screen) 

Hi Hv Hi HK 

D, D, B, B, HK 

(outside 
sweep) D, F, F, 



Horn Friendship 

Baballty 

Bull Anlmallty _ 



Pit Fatality 



F, F, D, LK 





®(S^ 



RANDOM SELECT »»» 

When hlghll^lng your first character, hold Up and press Start to 
get a random choice. 



WWWmWWWW 







c - 




-^\ 




6 



«,^iD0^ 



^. 



r0- 

, ^pirate yo^*^ ^, 

^J^ Showed «riy *>^^ 

jj^ji^ci on <lcclt he 
piovcd hi* liariil-cy= 
ccvotdiiflOon wM 
jccoiid to tiprtfu 

jiiddic-NottoU 

yoiin^ftcr soil tw"- 
a^d to \ia$ a jot °^ 
CVG. Hctc lie *c 



SEND YOUR TIPS TO: 

ED LOMAB TIPS, COMPUTER AND 

VIDEO GAMES, PRIORY COURT, 

FARRINODON LANE, LONDON 

ECIR 3AU. 

Th»ra'» a prize for the bm»t Up 

0acA fflonUf 



ARCADE 



FIGHTING VIPERS 

To play as B.M., go to the Rghter 
Select screen and hold Start. Now 
hold Up and tap the stick to the Left 
Of the Right so that it goes off the 
end. You'll now highlight B.M. 
To play in your character's alternate 
costume, hold the Start button on 
the Fighter Select screen and move 
onto whoever you want to play as. 
Then press an attack button. 



SA TURN 



STREETFIGHTER 



ZERO 



To access the 

Dramatic Battle 

option (Ryu and 

Ken vs. Vega), 

start a two-player 

ARCADE mode 

game. On the 

Player Select 

screen when both 

players are still 

highlighting their 

original characters 

(Ryu and Ken), 

both hold the L 

button and press 

Up twice. Then 

both release 

the L button 

and press Up 

twice again. 

Now Player 1 

should hold X 

and Player 2 

should hold Z until the game starts. 





X-MEN: CHILDREN 
OF THE ATOM 



X N E h 
9 S Ids 
J ^ F a N 



To play X-Men in 
ttie original 
arcade mode, with 
all of the original 
screens and mes- 
sages, hold A, C, 
and Start on the 
second controller 
when you turn the t^^ji^Eii^ 
game on. Keep 
them held and the 
arcade startup 
screens will 
appear, like 
"Insert Coin". 
When playing, 
the L button 
adds another 
credit and the R button becomes 
Start. 




«k.^' 






WORMS 




saRt'^s 



Go to the weapon select option and 
move off -Exit". Press C, Z, Z, C, Z, 
2. C, Z, Z to get The Sheep, Mini 
Gun and Banana Bombs. 



DARIUS 

All of these 
cheats must be 
entered on the 
title screen with 
the Game Start 
and Option mes 
sages. 

tee®©© 

Hold X and 
pr*» Z, C» 
I, B, Uft, R, 

I- 

X, A, L, H, 
Loft, tlwn 
hold L and pr«»s 
X, C, Z, A, RVit, 
Right. 
(SaioM ^m 

Hold 
X and pros* Z, 
C, L, B, Ufl, R, L 



inffeii ii "fkM H PMt-Hv 




FIFA '96 



r 1 

1 5hrUi^4V#> 
1 ^i«ig«rNLllnti^ 


N 

i7ir 
5*01 Pro 

Di. 

Or 
Oph 
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i^ 'OPTIONS 

r 

[ ■pwt^^b'i Wi4 i-s H = II 
1 Cm VI bril' :; II 

^ up^r Pow<^ Rrtlh T*aTt 
- Hfr f (V^ I* llolh Ti F^T ^ 




^ 


r 





Start a match and pause the game. 
Go to the options screen and press 
any of these sequences to hear a 
"click" noise. 



®S1\M® [BsDD Z, A, B, Z, B, B 

(grra^ [Im;] b, a, z, b, b, z, a, b 

©ilj[p®i? f'swtM Zt A, Zt z, z, 

z,z,z,z,z 

A| Af A, Af A) 
Ay Af A, A, A, 

z, z, z, z. z, 

B, B, B, Z, A, 

A,2,B, 
A, A, Z, Z, B, 
A, Z, A, B, A, Z 



z, z, z, z, z 

Z,B 
B,Z 

A,A,Z 

gftuipfldl feauD 

A,Z,B 

is)[PBaiDa) 'fflsaiiiB 

B,A,A 



Once you've done that, press C to 
exit the options, then press A to get 
to the cheats screen. 



SOLAR ECLIPSE 

All of Wiese cheats should be 
entered when the game is paused. 
Before trying these cheats, press 
Right, Down, Down, Lefti then press 
the cheat sequence. 



[pQ'(S)(S[?smirEEmT Odsadte C, 

Right, A, Z, Y 

©Q^dMmg Down, Hght, A, Cp 

Up, Loft, A 



BandC 



Right, Right, Down, Down 

PfflU® to BOfflSfe X, Y, Z, Z, Y 

[ki]^O[>3Sll)(]0% B, Up, Loft, 

LoftfY 

MW OT®sj[p®CD© smS\ ©OaOcDOdls A, 

Loft, Loft 

[Xl®eDffi® cammfi Y, A, Right, Down 

MiLm ILQ?®@ B, Up, Down, Down, 

Y 

NBA JAM T.E. 

When the "Tonight's Matchup" 
screen appears, press these but- 
tons to get the secret modes. 
Thanks to Stephen Keys, who Is 
apparently in "fine fettle". 
®690DQ GG^SxflB B, A, Y, C, 

repontodly 

ropoatodly 

®QaniS Ba>^ A and C 

ropoatodly 

Right, Up, Down, Right, Down, Up 

Poworup 3 Polntoro 

Up, Down, Loft, Right, Loft.Down, 

Up 

lifflffiiaflaKDDaB Pfs^^ff 

Right, Right, Loft, Right, C, C, 
Right 

Loft, Loft, Loft, Loft, Y, Right 



PLA YSTA TION 



Alt the PlayStation cheats have 

been shortened like this: 

t^ - Trianglo 

@ • Squaf o 

© - CIrcIo 

^-Crooo 



RIDGE RACER 
REVOLUTION 



To make the Buggy Mode cHeat 
easier, use this cheat to get a 
super laser which wipes out all of 
the enemies in Galaga "88, When 
playing the loading game, hold 
Ll+L2-f-Down+Select, then press T 
to wipe out everything on-screen. 



To get rid of the rear view mirror, 
pause the game when playing from 
inside the car and press T and LI 
at the same time. If you pause the 
game when playing from behind the 
car and hold the T button, you can 



zoom in and out with the LI and Rl 
buttons. 



NAMCO 
MUSEUM VOL. 2 



To access a hidden game of BOMB 
BEE, choose to play Cutfe Q and on 
t^e arcade startup screen, press 
Circie 7 times, Square 6 times, 
then Cross 5 times. Bomb Bee's 
startup screens will come on. The 
game is played just like Cutie Q, 



ViOEO 





TOSHINDEN 2 

To get rid of all of the energy bars 
from the screen, pause the game, 
hold C+T+S+X and press Select 
twice. 







DOOM 




Here's a code to play on the super- 
secret Club Doom level - 
PF7XN3N111. 



GEX 



Pause the game, then hold the Rl 
button while entering any of these 
cheats. 

X, S, Down, Down, Up, Down, 
Right 

QiDffQaDDfi® IUl^®s 

Up, C, T, Down, RUNtr S, Down 

Down, Start, Right, Right, Down, 
Up, Start 

X, C, Up, Up, Down, Rl^t, Right 

Right, Loft, Right, C, T, Right, C, 
Down, Right 

C, C, L«n, Down, C, Up, Rfght 
X, Up, Right, Upf Right, Right 



WORMS 



Pro»« X, 5, S, X, S, S, X, S, S 

to get all the extra weapons. Thanks 
to Henry Johnson from Bishops 
Stortford, 



WARHAWK 

These passwords can be used to 
get further in the game. 
[D)®@(B[rG TSXTXXSS 

©ffiffiS]?®0[l CTTXCCSC 

SB&^Ofp XTXSSTST 

^^SSm® STXXXTCS 
^SKCPD^OSG TCTCTXSS 
gtooniiDsiiBl] TXTSCXCC 

ACTUA SOCCER 

To access the secret team - 
Gremlin Showbiz XI - go to the title 
screen and press 
R2-k-L2<fSoioct+Up+Left at the 
same timo. 



©[StlSW 

Mode, Up, C, Up, Moda, Y, Y, 

Right, Modo, A, Loft 

Z, Loft, Y, Up, X, B, Modo, Right, 
Up 

gyroixisis 

B, Y, Up, Up, C, X, Loft, Up, X, Y 

mm 

Y, X, Down, B, Modo, Up, X, Up, 
Up, Loft 

Modo, C, Y, A, B, Up, B, B, Y, Z, C 



MEGA DRIVE 



VECTORMAN 

To access the secret cheat screen 
with a level select, and health, life 
and weapon selects, go to the 
options screen and press 
A, B, B, A, Down, A, B, B, A. 

EARTHWORM 



■ rx 




jiMz 



MORTAL 
K0M6AT 3 



These excellent cheats from Paul 
Legg, Shropshire should be entered 
al the DOS command line to run the 
game. 

doDSl^® Scmdh® MK3 0666 
D[E^3^[1)[1® PD&JS?*!?© MK3 1MB 
litiDO^to l»SLDc£kB MK3 SOOO 

[j^Qounx? b^®d]® MK3 9966 

[B0£ @[)[k9iO%SiQ®(?S MK3 B888 
ScCDSiflD ©[}LiSiffS:@*3*(?© MK3 1111 
inablo Boaoos MK3 1000000 



Enter these cheats when the 

game's paused. 

[S®iiii]®^® "Pausod^A, A, A, At B, 

B, B,B 

m \iS\®si\sss®Gm^ C, A, C, A, c, 
At C, A 

Esffaoii [i[B®oss? At b, c, a, b, 

C, A, B, C 

\^<si^m [FaajeoM dmm c, c, c, 

C, A, A, A, B 

^<mww \?A^^^m£ \iSi^s&s\wm c, c, c, 

C, A, A, B, B 

ISsO^DQ ®Qa[^)IMs ScnsiC, C, C, C, A, 

A,B,C 

liMma mm ©flaisQ c, c, c, c, a^ 

A,B,C 



WORMS 




Typo BAA BAA BAA whan playing 
to gat all th* oxtra weapona. 



RAYMAN 



MEGA-CO 



ETERNAL 
CHAMPIONS: 



During the mini intro with the bits of 
Rayman joining together, press 1, 3. 
6, 4 to get a bonus game. 



SUPER NES 



CHALLENGE FROM VHE^ ^^^^ 



THE DARK SIDE 

Rrstly, you must have a six button 
controller to get these secret char- 
acters. After a fight, wait for the 
Final Statistics screen and press 
the sequence for one of the charac- 
ters. Then let the Continue timer 
run out and start another game to 
get the chosen character. 

B, Z, Up, Modo, Right, C, B, Up, 
Y, Up 

Y, Y, Up, Down, Mode, Down, Z, 
Up, Up, X 

KI(MJirg[S 

X, C, Right, X, B, Right, Z, A, 

Modo, Up 

Right, C, C, Loft, Modo, B, Down, 
X, A, X, Modo 



QUEST 



Start a game and go to the 2 Player 
Contest mode. Now press Down five 
times to gel a Sound Test option, 
Wien Down five times again to get 
the Cheat Mode, When on Cheat 
Mode, press Y, A, Select. A, Down, 
Left. A, Down (YA SAD LADI). 



EARTHWORM 

jlM2 

When playing the game, pause and 
press Select. 8, X. A', A, X, B, 
Selecl^p then unpause to skip to the 
next level. 







m 



games 







Here's your big chance to make a splash in the Universe's one and 
only, truly original Computer and Video Games magazlnel Yes 
indeed, starting RIGHT NOW everyone has the opportunity to con- 
tribute some STUFF to FreePlay - the magazine written for gamesplayers, 
by gamespiayers, for gamesplayers, by gamesplayers, for gamesplayers. 
And people who want to make some cash. FreePlay is a fairly easy going 
format. Just look at the number of ways you can help yourself: 




Scores 



Wanted 



Reckon you're the Street Fighter 
Alpha King? Can you demolish the 
alien empire of some psycho shoot 
'em up with your eyes closed - take 
the score round the clock? We want 
to see proof. The whole worid wants 
that evidence In full view I 



Instead of complaining when 
NobbySoft UK won't release that 
cool Import game you've been hop- 
ing for, why not vote for It In our 
Most Wanted charti Yes, you can 
make a diff erencef 



CLASSIFIEDS 



Got anything you want to sefl^ or 
swap? This Is the place to do It, We 
mean ANYTHING - not Just unwanted 
games machines and/ or software. 
Just fill In the form printed below. 



CaHTOOIIS 



Reckon you can make us laugh? We 
know you can - we've heard you on 
the phone! But now we want some 
evidence of your *humour' In coml^ 
book form. Start scribbling. 



V 



v^ 






PLEASE TICK 



THE RELEVANT BOX 




NAME 
ADDRESS 



Have you seen the stan- 
dard of game art recent- 
ly? It'a tefriblel Know 
why? It's because half the companies 
dcm't have a clue what they're doingi 
Show them how It's done. 



TlPi 



Any golden nuggets of 
Information you might 
have for games that you 
own, or have played, have a home In 
our Tips section. Ed Lomas will per- 
sonally evaluate their worth, so make 
'em good okayl 



PaITZINES 



We're dedt- 
catlng 
space to 

promoting high-qualtty fan publico 
tlons - good enough to earn recom- 
mendation from the UK's number one 
computer and video games magazine. 








CONTRIBUTION IN NO MORE THAN 25 WORDS 



TEL NO. 



i 



TO BE PPMNTKD Y»/NO? fMUTI M vmOMtUII) 




1. If you Bfs under 18, make sure that you have your parents permission before pfacing or replying to an advertisemenL 

2. If you are jnder 18, or llvo at home< make sure that you have your parents permission to Include your telephone number in any adverllaement, 

Emap Images accepts no responsibJllty for loss, damage or consequential loss other than personal Injury occasioned as a resjJl of playing for or repfy'ng to classffled advertisements. 



